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Make Your Day! 

Now you can shoot the bad guys with this real-time, 
action shoot-'em-up adventure. Just connect the 
Actionware PHASER" to the game port (or use your 
mouse) and you're ready to combat evil in an exciting 
action pacl<ed world! 

It's your choice . , . CAPONE"* gangsters in Chicago, 
P.O.W."" enemies in Asia, CREATURE™ aliens aboard 
your spaceship. 

Each Action Adventure only $39.95 
Actionware PHASER (optional) $49.95 





Actionware Corporation 
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Dear Amazing Computing, 

The article 'Interactive Startup-Sequence" by Udo Pemisz (AC 33) clarifies the use of 
some more rarely-seen CLI commands and offers some nifty listings. When I ran into 
the need to use varying system configurations I concocted the following. It requires 
many fewer commands and in some cases is more versatile than the technique used 
in the article. 

;pathadds, addbuffers, setmap 
;setclock go here 



PATH Ram: ADD 
COPY c/Copy to Ram: 
COPY c/Ask to Ram: 
COPY c/ If to Ram; 
COPYc/EndiftoRamr 
COPYc/RuntoRam:. 

COPY otherstuff to Ram: 



Ask"Breiwser?" 

IF WARN THEN 
Run Browser 

ENDIF 

ASK "next filename?" 

IF WARN THEN 
RUN next filename 

ENDIF 



^■these just speed things up 
;(i use this format to avoid 
fZD to c, so the system will 
j-use Copy from Ram:) 



(•stuff you usually put in Ram: 



.'displays the string in quotes 
;*uscr enters "Y" or "N"* 
,if the user entered "Y" 
;run this program 



QUIT 



;and so on., 



n like to kepp the CLI 



Stepping through the list takes only seconds and it is very easy to modify as you find 
new goodies to use. The only caveats I am aware of are to RUN each object and order 
the objects as they must be added to the system. For instance, I use Nag4 
(a calendar/ reminder) which must be started after the WorkBench if Wb is used, so 
Nag follows LoadWB in my sequence. Nested ASK commands would handle objects 
that only work in certain environments, ASKing if you wanted them run only if the 
proper configuration was established. 

ASK is a very useful command that I have seen referred to only once in a magazine, 
and not at all in any AmigaDOS manual. 

Gerald Morris 
California 

P.S. Great magazine: enough tough stuff to stretch my grayish matter and enough 
easier stuff to reassure me 1 know a little of what I'm doing. 

Thanks for the insight. CLI is a very capable enviomment which has yet to be fully tapped by 

most users. The Amiga has taken the best from the two giants (IBM & Macintosh) of the 

personal computer industry and offered us a great way to build a system designed the way we 

want it. 

(continued on page 6) 
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Aladdin was expecting light 
but what he got was magic. 
Our new software will also 
deliver more than expected. 

dB PRO. 

• True dBase III data file and 
program compatibility. 

• Access Amiga® system routines, to 
create mixed data/sound/graphics. 

• dB PRO runs applications faster 
than dBase III. 

• Price is hundreds less than 
dBase HI. 

CALL FOR PRICIMG 






• Unix System V compatible. 

• A multi-user, multi-tasking Unix 
work alike. 

-^ • Compatible with Amiga-DOS file 

structure. 

• Access Amiga-Dos special 
(unctions such as sound and 
graphics. 

• Priced less than Unix System Y 

CALL FOR PRICinG 

Free Mext Day Air Shipping in the United States 



for information or dealer inquiries: 



(801) 269-8150 



LAMPLIGHTER SOFTWARE, Inc. 3353 S. Main, Suite 197 . SLC, UT 84115 

dB Pro and Amix are trademarks of Lamplighter Software Inc. Unix, dBase ill and Amiga are not 



(continued fmm page 4) 
Dear Amazing Computing, 
More and more programs require 512K 
of memory and if you have a second 
disk drive hooked up, they will not run. 
Unhooking DR is quite a hassle and 
repeated plugging/unplugging could 
cause damage sooner or later. 

Open up the connector where DFl plugs 
into the Amiga, and cut the brown wire. 
Solder a small on/off switch to the two 
ends. I used a Radio Shack switch, 
(cat#275-643). Bend the tabs 90 deg. and 
it will just fit in the rear left (facing the 
connector). 

Now cut the switch off, reset the 
computer and you have disconnected 
dfl. Switch it back on then reset, and all 
is as it was. 

My friend from Canada, (thanks 
Charlie), told me about this hardware 
hack, and I have been using it for some 
time and have had no trouble at all. 
Commodore should have mounted the 
switch on the front panel of the disk 
drive to take care of this problem, but at 
least this hardware hack works. 

Also, Rene Glardon, founder of 
International Commodore Club Geneve 
would like all Commodore users to 
write, so a world directory of all 
Commodore users can be made. Quite a 
project if 1 do say so myself. So let mc 
print their full address: 

International Commodore Club Geneve 
74 ave. Eugene Lance 
CH-1212Grand-Lancy 

Switzerland 

That's all for now, 

Danny Barton 

Louisiana 

As of press time, we were not able to verify 
this procedure on our own equipment. We 
have included this fix as an aid to any 
Amiga user who needs it, but with no 
implied warranty by Amazing Computing 
or PiM Publications, Inc. Please do not 
forget this procedure violates any warranties 
from Commodore. However, if your 
warranty has expired 



Dear Sir: 
Re; Roomers 

Amazing Computing 
Vol 3 No 6, June 1988 

We at MicroIUusions are very 
disappointed that a magazine the caliber 
of yours would print a "roomer" without 
checking all the facts prior to publication. 

While it is in fact true that Oren Peli is 
going into the Israeli army (a happening 
several months off), it is most 
emphatically not true that this fact has 
sounded the death knell for Photon Paint 
II! 

Photon Paint 2.0 is within one week of 
completion. And if it were not done by 
the time Oren entered the service, do you 
honestly belive that out of 70 
programmers we have working on our 
products, one of the other 69 would not 
be able to complete the product? 

We feel that in fairness to MicroIUusions 
a retraction of this "roomer" is in order. 

Sincerely, 

James A. Steinhcrt & Staff 

President 

MicroIUusions 

We must extend an apology for our oversight. 
Not for the printing of the ROOMERS 
column, but for the absence of the following 
disclaimer which should appear in the 
ROOMERS column each month: 
I The statements and projections presented in 
"Roomers" are rumors in the purest sense. 
The bits of information are gathered by a 
third party source from whispers inside the 
industry. At press time, they remain 
unconfirmed and are printed for 
entertainment value only. Accordingly, the 
staff and associates of Amazing Computing^^ 
cannot be held responsible for the reports 
made in this column.] 

It was never our intent nor our desire to make 
the ROOMERS column a reviewed and 
pursued piece of journalism. ROOMERS, as 
its name implies, is the compilation of 
whispers , hints, and gossip collected by an 
independent, third party observer. This 
person is not a member of our central staff 
and the bandito's identity remains unknown. 



For this reason, no passage in the 
ROOMERS column is checked with anyone. 
If the column was verified, the reports would 
not be rumors; rather they would be facts and 
would belong in another area of AC. 

However, we are not unresponsive to a "bad" 
or "misinformed" rumor. If anyone has a 
competent and earnest reply to anything in 
Amazing Computing, we want to hear. 
Please write us so we can correct any errors. 

Thank you for your correction and please 
accept our apology for the misplaced 
disclaimer. 

Dear Amazing Computing, 

Please note that our all-Amiga BBS 
recently moved. We would appreciate it 
if you could plaese print this updated 
information: 

The Amiga Advocate BBS 

Nashville, TN 

615 776-5438 

24 Hour, 300/1200/2400 Baud, 20 

Mg, All Amiga 

Yours Truly, 

Dave & Becky Matthews 

Brentwood, TN 

Dear AC, 

I would appreciate it if you could 
announce our newly formed user group 
to your readers: 

SVAUG - Scotts Valley Amiga Users 

Group 

Meetings 2nd Thursday 7:00 pm 

The Computer Room 

Kings Valley 

Scotts Valley, CA 

A diverse self help group, beginners 

to intermediate 

Contact Rudy (408) 438-5001 or 

Frank (408) 423-7056 

Thank You, 

Frank Turner 

California 

•AC* 

We welcome your comments! 

All readers who have letters, questions, or 
comments printed in A C receive a certifi- 
cate good for 5 free Public Domain 
Software disks. 

Keep involved, Please write us.' 



Amazing Computing Vi. 8 ©1988 



It's Time To See How Your Word Processor 
Stacks Up To ProWrite ' 2.0 
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ALTOMATICALLY CONTIGLRES TO PRINTER 



Now You Can Trade Up To ProWrite And Save $50 




Sec for yourself — trade in your current word processing soft\\are. ;ind get S50 off when 
you order ProWrite, the onl\- multi-font color graphics \%'ord processor for tlie Amiga'! 
ProWrite 2.0 has a number of powerftil new features. A spelling check'cr witli a 95,000- 
word dictionan-. Mail merge. The ability to read hold-and-modily- ( \ LAAI ) pictures, and to 
resize pictures :ls well. In addition, ProVirite has tlic \V orkbcneJi I..^ printer drivers, for 
much faster and higlier qualitv' graphics printing. All tliis, plus ProWrite's flexibility' and 
ease-of-use combine to make ProWrite the best word processor for the Amiga. 

Here's tiK' offer: just send us the master disk of the \\ord pnK'essor >'ou're using now. 
and get ProWrite, xersion 2.0, for onh" S"'5! TThat's a savings of 40% — which makes diis 
a perfect time to reconsider your wcjrd processor Because now, when >ou compare 
ProWrite and the competition, it re;illy pays! 

CALL FOR A FREE BROCHURE ON PROWRITE AND FLOW, 
THE roEA PROCESSOR FOR AMIGA. 



New Horizons 
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First In Personal Productivity .And Creativity. 
P.O. box 4316- / Austin. Texas ^8~45 (512) .^JH«i><) 



PruU nir is j traJcitUfk (if Ncu tU)^]yglrt^^^>It^^.u-(7. Inc. .^niiftJ v-a irp>>lt'rcil [rjUL^tiurko! C uniin-Klurr Anii^. Im.' 



I'M READY TO MOVE UP TO 
PROWRITE 2.0! 

Here's my word processor nia.sEcr disk and a check or mono' order 

for S75 payable to New HoriH)ns Software, Inc. .Send me the new 

ProWrite 2.0! (Texas residents please add S6 sales tax ). 



NAME 



cm' ST.^IT. ZIH 

i. . J 



hy Steve Hull 

People Link: St.Ephen 
GEuie: LighlRaidcr 



Take Five! 



JET vs. F/A-J8 INTERCEPTOR- 
CLASH OF THE TITANS 

Over the years, SubLOGIC has virtually defined 
microcomputer flight simulation. The term 
"phenomenally successful" doesn't seem to do its 
Flight Simulator 1! justice; FSIl has sold over a 
million copies In eight machine translations, 
spending years at the *1 position of Billboard 
magazine's software sales chart. 

If Amiga owners eagerly awaited the translation of 
FSII, ihey were positively rabid with anticipation 
over SubLOGIC's followup, Jet — you might say it 
"flew" off the shelves. 

One suspects the lesson was not lost on Robert 
Dinnerman, a hardware and software engineer 
whose tours of duty range from Motorola to Bally. 
Impressed with an Evans-Sutherland flight 
simulator, Dinnerman decided to see how closely 
he could duplicate it on a p>ersonal computer. 
Which computer? There was really only one choice 
— so F/A-18 Interceptor was born on the Amiga 
under the protective wing of Electronic Arts. 

Jet or F/A-18 Interceptor: which one's for you? It 
depends on what you want. Both games let you fly 
the ground-based F-I6 or carrier-based F/A-18 in 




free-flight or various combat scenarios. Beyond that 
common ground, each takes a unique approach 
with corresponding strengths and weaknesses. 

Jet, as you might expect, is first a flight simulator, 
and a game second. Its documentation is profuse 
and offers so many control and view options that 
the keyboard map app)cars quite intimidating. It 
isn't as bad as it looks; Jet uses most Amiga keys, 
but whole blocks are set aside for different views. 

Jet's display options are impressive. Besides the 
standard out-of-the-cockpit views, you can select 
several external views that allow you to watch your 
own aircraft as it appears to a spotter plane or the 
control tower. You can select a missile's eye view, 
which acts as a camera at the head of a fired 
missile — an interesting way to view a dogfight! 
Multiple window views are also [xjssible; you can, 
for example, overlay the main forward display with 
a smaller, spotter view of your aircraft, use a third 
window for your radar, and a fourth to show a 
map. Up to ten different window configurations 
can be stored and recalled at the touch of a key. 

Jet offers ten difficulty settings, from Level 0, in 
which it is impossible to crash (a power dive at 
Mach 1 simply bounces you off the runway), to 
Level 9, where crashing becomes a distinct 
possibility if the bogies don't eat you alive first! 

In addition to free-flight, several combat missions 
are available: ground strikes, dogfights, and 
combined attacks. Your jet is armed with three 
different kinds of missiles, plus h)ombs and 
machine guns. You can lock on to targets, and then 
fire and forget... but so can the enemy. Jet offers no 
countemicasures, so evasive action is your only 
defense. 

One of Jet's greatest strengths is that it is an "open" 
product. You can have a lot of fun with it right out 
of the box, but that's only the beginning. Like 
Flight Simulator II, Jet allows you to hook up to 
another Amiga through a null-modem cable or over 
phone lines. Besides formation flying with a buddy, 
the hook up also allows you to dogfight against a 
human opponent — always more interesting than 
going up against a machine! 
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SubLOGICs scenery disks may also be 
used with Jet. Some would-be anarchists 
have complained that the scenery is only 
partially interactive; that is, although you 
can fly under bridges, you can't blow 
them up as the game allows in Its 
combat scenarios. 

SubLOGIC recently introduced a new 
scenery disk covering Westem Europe 
that allows you to fly over Stonehenge or 
to squeak through Paris' Arc de 
Triomphe (not for the shalcj' of joystick). 
There is one more area included on this 
disk; Moscow, Its coordinates are not 
listed. If you can land in Red Square and 
send the coordinates to SubLOGIC, you 
are eligible to win a real flight to Europ>e! 



THE CHALLENGER 

F/A-18 Interceptor, by Electronic Arts, is 
a difTereni breed of animal in many 
ways. Unlike Jet, it is a completely closed 
product and likely to stay that way. 
There is no facility for modem play, nor 
does the range of scenery ever get very 
far from the San Francisco Bay area, EA 
company representatives deny any plans 
to expand the product — a policy in line 
with the treatment of previous EA game 
titles. In other words, what you see is all 
you're likely to get. 

But what you get is incredible. From the 
initial title screen with its brooding 
soundtrack, the designers' sense of 
drama is evident. F/A-18 Interceptor's 
approach is different not just from Jet, 
but from all combat titles that have gone 
before it; the result is the most involving 
simulation you've ever seen. 

Unlike Jet, which at times has the feel of 
a rather sterile shooting gallery, F/A-18 
Interceptor takes a cinemagraphic 
approach to combat simulation. The way 
each product handles a mission is a good 
example. In Jet, you select a mission — 
dogfight, ground strike, or combined — 
from the main menu, and the next 
moment you're taxiing out of the hangar. 
In F/A-18 Interceptor, selecting a mission 
brings up a map view of the combat 
area. As a low, foreboding note sounds 
from your stereo, the details of the 
mission teletype across the screen — and 



these are not simply dispassionate shoot- 
'em-up scenarios. In one mission, for 
example, you must intercept enemy 
aircraft that have crippled Air Force One 
and are preparing to finish it off; in 
another, you must chase down and 
destroy a cruise missile before it 
detonates over Moffatt Field. 

Once you have read the mission briefing, 
you must enter a security counlercode 
from a three-part code wheel included 
with the package. (In a first for EA, the 
game disk is not copy protected). The 
text disappears from the map, and the 
game performs the most dizzying zoom 
shot you've ever seen — from a satellite's 
view of the aaion to a viewpoint next to 
your aircraft on the deck of the carrier! 
This is typical of how F/A-18 Interceptor 
sets the mood for what is to come; your 
pulse starts pounding before the crew 
chief pulls the chocks! 

From the wind whistling across the flight 
deck to the convincing scream of the 
turbines and the whine of the gear being 
retraaed, Interceptor's sound effects are 
the finest of any simulator to date. 
Though the game can be played on a 
system with 512K RAM, you need a full 
megabyte to experience all the sounds. 

Interceptor's graphics are very good, and 
screen refreshes are fast, even with many 



moving objects on screen at once. The 
Heads Up Display CHUD) is a pleasing 
study of less-is-more, but the documen- 
tation of certain features (such as use of 
the aiming device and range marker) is a 
frustrating study in less-is-less. 

One area that has forced many people to 
shy from flight simulators is the difficuky 
of learning maneuvers; despite Flight 
Simulator Il's fine documentation, 
leaming to perform an Immelman turn 
from a diagram is like learning to swim 
by reading a book. F/A-18 Interceptor's 
got training covered too; in training 
mode, you follow your instructor's plane 
into the air and through seven acrobatic 
maneuvers. If you lose the instructor, the 
return key puts him back in front of you. 

There are six scenarios on the F/A-18 
Interceptor game disk, though you 
cannot initially access them all, You must 
qualify to move from one mission to the 
next through successful completion of 
each scenario in sequence. Mercifully, 
you can begin at the fourth mission, but 
you must earn your way to the fifth and 
sixth. The sixth, by the way, is quite a 
bear — I have seen battle-hardened 
veterans reduced to quavering hulks just 
trying to figure out how to complete it. A 
hint, for those who haven't conquered 
the shadow sub; Missiles don't have to 
be guided. Use the Force, Luke. 

(continued) 




F/A-18 Interceptor 
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Sideivinder 




Mission Elevator 



There is no question as to which is the belter game. F/A-18 
Interceptor offers superior graphics, sound, and a sense of 
drama that Jet lacks. As for which is the better simulator, only 
a real fighter pilot is likely to know, or, for thai matter, care, 
Jel is an excellent product, but F/A-18 Interceptor is simply 
astounding. It blows everything that has come before it out of 
the sky. 



AAARGH 

Epyx did it first; Crush, Crumble and Chomp was the classic 
Commodore 64/ Atari 800 game thai turned the tables. Instead 
of defending helpless metropolises against rampaging 
monsters, CC&C let you be the monster. A greal game, 
though ihe scariest part was wailing for the cassette version 
lo load. 

Arcadia updates the theme with style in their latest release, 
AAARGH. In AAARGH, you vandalize buildings, spread 
havoc throughout ihe countryside, and eal anything in your 
path — in other words, live like an average teenager! 

AAARGH gives you the choice of becoming a monstrous 
dragon along the lines of Godzilla, or an ogre with one eye 
and one horn in the best Ray Harryhausen tradition. As either 
persona, you get to wreak mayhem through twelve scenarios, 
including a Wild West fort, a Hindu temple and a seaside 
port. 

The object of each level is to find and capture the Roc's egg. 

While you're searching for the egg, you can have some good- 
natured fun — flattening buildings, setting things on fire, or 
fortifying your strength by eating some of the habitants 
whose knees knock at the very sight of you. (What a monster 
has to go through these days lo get a high-fiber diet!) 




ARRGH! 



The graphics and animation are excellent; the 
scenes are rendered in three dimensions, and 
your monster may wander freely in front of 
or behind objects. Buildings collapse in 
clouds of dust, while the proper monster- 
movie music sets a perilous mood. 

The humans' only defense consists of a 
rickety catapult which is easily dispatched. 
This does not, however, mean free lunch. 
The same underground nuclear explosion 
that gave you your charm also created 
mosquitoes the size of California condors, 
hornets the size of Cessnas, and pterodactyls 
that drop surprises in the fashion of large 
incendiary pigeons. Let your strength drop 
too far and you meet a messy end. 

The game does not offer a "pause" feature, 
and it needs one. Aside from that, the only 
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glitch I discovered was the game's 
tendency to send periodic line-feeds to 
my printer! Taking the printer off-line 
solved that problem. 

Don't look for a lot of redeeming social 
value here, but AAARGH is challenging, 
a lot of fun, and a great way to work off 
tension. Like they say, after a frustrating 
commute fighting rush-hour traffic, 
there's nothing quite like flattening a 
village of straw huts. 



MISSION ELEVATOR 

Ask any editor — they'll tell you that most 
writers' real creativity shows in excuses 
for why they tum in articles late. My 
excuse this month; Mission Elevator, 
marketed in the U.S. by Constellation 
Software. 

In Mission Elevator, you play the part of 
a secret agent sent to find and disarm a 
tx>mb placed on the 62nd floor of a 
high-rise hotel. A bomb specialist who 
went in before you was able to discover 
the code needed to defuse the device, 
but he was captured. Fortunately, he was 
able to leave clues hidden throughout 
the hotel. Your mission — should you 
plunk down the twenty bucks to accept 
it — is to find the clues, make it to the top 
of the hotel, and defuse the bomb. Your 
opponents include the clock and a small 
battalion of trenchcoated heavies who 
would like nothing more than to retire 
you with extreme prejudice. Nothing to 
it, right? 

The first thing you want to do is find the 
master key to the section of floors you're 
on. This key allows you to open any 
door in that section. That's important 
because you must find the caretaker in 
order to make it past the emergency exit 
into the next section. In the meantime, 
your explorations bring you in contact 
with the hotel's guests — a real mixed 
bag. Unlocking a door yields anyone 
from a voluptuous blonde to Norman 
Bates' mother; there is also a profane 
punker whose language is probably 
reason enough to keep the game away 
from the young 'uns. 



jr 



THE HOHEST AMIGA STORE 
IN THE COUNTRY. 



Amazing Computer Systems is 
hot. Our sizzling selection of 
Amiga products has become the 
talk of the town. From more 
than 700 software titles in stock 
to the hottest selections of 



hardware, accessaries and books. 
All at red-hot prices. So 
remember. When jfou're hot, 
you're hot. And when you're not, 
you're not shopping Amazing 
Computer Systems. 



.4mazing Computer Systems. Ine. 

Frankford Village Sliopping Cenitr 

3030 N. Jottf line #144 (2 doore South oi Sbgp) Carrol Iton. Tem 75007 (214) 394-JJ83 

Open Han.-Sii, Kkm-Spm Thiia lOim-lpm 
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You travel from floor to floor by 
elevator, examining everything you see, 
while dodging the trenchcoals or getting 
the drop on 'em yourself. From time to 
time, an enemy agent whispers a clue to 
you. Sometimes these clues are good, 
sometimes they are blind alleys, and 
sometimes they are worse, like when the 
enemy suggests you check the electrical 
socket. Right, You won't do that more 
than once! 

While the game is generally well done, it 
does have some distracting bugs. The 
package mentions poker games and 
suggests the ability to bribe agents for 
information; neither feature is anywhere 
to be found. From time to time when 
you examine an object, the game's status 
box informs you that you have found 
money, though your score does not 
change — and you invariably drop the 
money at the next item you examine! 
There are several places where you may 



gamble up to 600 points on the roll of 
the dice, but it's no challenge — choosing 
"two" wins every time! 

Mission Elevator is addictive with a very 
high whoops factor, I almost didn't get 
this column done b)ecause I kept 
returning to the game, each time thinking 
that with just a tiny bit more 
concentration, I'd conquer it. While the 
problems noted are annoying, they do 
not ultimately effect gameplay to a great 
extent. At S39.95, I'd exp>ect more. At its 
suggested list price of $19.95, Mission 
Elevator is a steal. 



AWESOME ASCADE ACnON PACK 
VOLUME J 

Owwww, my hand hurts!! And it's all 
Arcadia's fault! 

Arcadia is the company responsible for 
packaging three killer games in the 
appropriately-tilled Awesome Arcade 

(continued) 
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Action Pack Volume 1, marketed by 
Electronic Arts under the Affiliated Labels 
program. 

When I iniiially heard about AAAP, my 
expectations were not high. Frankly, I 
expected a disk containing three 
competent but unexciting second- 
stringers that wouldn't make the grade if 
packaged separately. I was wrong. Real 
wrong. 

Upon inspecting the package, I was 
surprised to see not one but three 
disks — one for each game. 
Documentation was bound together in 
one small pamphlet. After a few glances 
at the docs, I plugged in my Epyx 500X( 
joystick (second to none for action 
games) and booted one of the disks, 

1 came up for air three hours later, 
sidelined by a bad case of joystick cramp 
in my left hand. Awesome Arcade 
Action? Yes, indeed. 

Xenon Is a vertically-scrolling game 
along the lines of the Atari coin -op, 
Xevious. It adds a twist, in that you can 
switch between a ground craft and an 
airborne fighter at several points in the 
game, Gameplay takes place in four 
zones, each divided into four sectors. 
Like your craft, your opponents' crafts 
may be either land- or ground-based, 
and to destroy them, you must select the 
correct mode. Defenders range from lift 
cannons on swiveling turrets to armored 
ladybugs, and they pound your craft with 
a fusillade of energy weap>ons. Each hit 
drains the energy powering your shields; 
lose your shields, and,,, well.,. 

Aiding your fight are power pills that 
appear at strategic places throughout the 
game. There are several different types of 
power pill, each with its own effect. One 
adds lasers to your craft, another adds 
homing missiles, and still another 
strengthens your armor. You accumulate 
armaments as you progress. By the time 
you're halfway through a sector, you're 
almost obscenely destructive! About that 
time, you meet a Sentinel — a large 
sentient creature with only one 
vulnerability. Good luck finding it. 



Sidewinder, my favorite of the bunch, is 
also a vertically-scrolling shoot-'em-up. 
In Sidewinder, you pilot a small craft 
inside the Star Killer, a massive 
baltlestation along the lines of Star War^ 
Death Star. 

To complete Sidewinder, you must 
survive five levels, each of which 
represents a functional area of the Star 
Killer, You begin the game by invading 
the battlestation through its waste water 
vent and immediately proceed to wreak 
havoc on its water treatment plant. If you 
thought the Star Killer's inhabitants were 
nasty before, just wait 'til they find out 
you backed up their toilets! 

From the water treatment plant, you 
continue through the ship's hydroponics 
farm, residential area, and flight deck. 
The final stage is the control level, and 
features some of the eeriest, unsettling 
graphics seen yet in a computer game. 
You see, the Star Killer is actually 
a., .well, I'll let you find out for yourself. 
Eeeewv/ww. 



BlasUibalt 

"Can you come out ahead to claim the 
prize, or will you hang your head in 
shame as you suffer the indignity of a 
killing?" So read the instructions for the 
Arcade Action Pack's Blastaball — and 
it's not what you think. Blastaball is a 
non-violent sports contest held in the 
37lh century; sort of like ice hockey on 
steel! In Blastaball, a "killing" simply 
refers to going down in defeat. 

In Blastaball, you pilot your choice of ten 
different craft, each with its own flight 
characteristics. Your object is to square 
off against another craft (controlled by 
the computer or another player) and to 
blast a large steel puck across your 
opponent's goal. You may propel the 
puck by firing a blast of energy at it or 
by direct collision. Play continues for 
three minutes or until one player scores 
nine points. 

Any of the three games in Arcadia's 
Awesome Arcade Action Pack would 
well please the arcade fan; packaged 



together, they represent one of the best 
values for the gaming dollar today. If this 
is Volume 1, I can hardly wait to see 
Volume 2! 

•AC' 



Games Reviewed 



JET 

SubLOGJC Corporation 

7J3 Edgebrook Drive 

Champaign, II 61820 

(217)359-8482 

Suggested price S49.95 

1 or 2 players 



F/A-18 INTERCEPTOR 

Electronic Arts 

1820 Gateway Drive 

San Mateo, CA 94404 

(800) 245-4525 

Suggested price $49.95 

1 player 



AAARGH 

Suggested price $34.99 

1 player 



A WESOME ARCADE ACTION PACK 
Volume 1 

Suggested price $49.99 
1 or 2 players 

Arcadia 

711 West 1 7th Street Unit G9 

Costa Mesa, CA 92627 

(714) 631-1001 

Marketed by Electronic Arts 

1820 Gateway Drive 

San Mateo, CA 94404 

(800) 245-4525 



MISSION ELEVATOR 

Constellation Software 

1 7 Saint Mary's Court 

Brookline, MA 02146 

Suggested price $1995 

1 player 
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GAMINGNEWS 



Tailo, the Japanese company that kicked 
ofT the videogame boom with the classic 
Space Invaders, has set up shop in 
I' Canada and is readying a volley of game 
I titles across a wide range of systems. 
i Amiga titles set for fs\\ release include: 
|; Gladiator, set in ancient Rome; Op>eration 
I;; Wolf, a hostage-rescue drama in the 
jungles of South America; plus arcade 
titles Qix, Renegade, and Sky Shark. 
|: Bubble Bobble, Taito's whimsical game 
I of battling dinosaurs, should be on the 
I; shelves by the time you read this. 

Arcadia has bsegun Introducing coin-op 
games based on Amiga 500 
motherboards into the video arcades. 
First titles include AAARGH, Xenon, . 
.Sidewinder, Blastabati, and Road Wars; 
all five titles are available in Amiga home 
versions. 

Rainbird's long awaited Universal Military' 
Simulator was slated for July release 
;!; along with Carrier Command, its entry 

into the rapidly-crowding flight simulator 
I; aerodrome, Starglider 11, followup to 
|;Siarglider, includes a unique twists— . 
I Rainbird is releasing versions for both 
I the Amiga and Atari ST on the same disk. 

|: Discovery Software is preparing its next 

|:: wave of Amiga releases. Master of the 
Hypercube sounds tike a supercharged 
version of the coin-op classic, Qix, with 

I players dodging a drifting veaor-graphic 
mesamorph. The title that's really got 
temperatures rising at Discovery is a : 
D&D-type hack-and-slash being 
developed under the working title, Sion. 
In Sion, you control a swordsman on his 
quest through hazardous forests, 
graveyards, and castles to rescue the 
princess. Nothing new so far, right' 

|: Well... maybe. Unlike most adventures in 
which the main character stands about 
two inches high, Sion's swordsman 
stands nearly Z'5:<is the size of screen! 
When this guy takes a sword to the 
gizzard, you'll feel it. 



Microdeal U.S.A. hopes to have Tetra 
Quest, a maze-running adventure, on the 
shelves by the time you read this. Look 
for Microdeal's Airball, International 
Soccer, and Fright Night this fall. 

Electronic Arts is being characteristically 
closed-Iipped about the long run, but in 
the short run, a pair of sequels are 
planned for August release — Sky fox 11; 
The Cygnus Conflict and Bard's Tale II: 
The Destiny Knight. I'd better put my 
moles back to work, 

Cinemaware's upcoming TV Sports; 
Football knocked off a lot of socks at 
CES. Unlike traditional sports simulations, 
TV Sports: Football emulates the look of 
a network NFL broadcast, complete with 
electronic graphics, cutaways lo fans in 
the stands, and a studio announcer! Put 
the competition on notice; Cinemaware 
sets the new standard in sports 
simulations this October. ■ 

DEATH OP A MARAUDER 

Discovery Software, the company that 
elevated software cracking to a fine art 
with its copying utility. Marauder H, has 
announced plans to discontinue sales of 
the program, Given their recent 
successes in the videogame market, this 
move was inevitable. "Marauder was not 
being used for what it was intended," 
said one straight-faced company rep. "it 
was a matter of conscience." Now that 
Discovery has seen the light, they are 
planning to stage a "hard-hitting anti- 
piracy campaign." Ah, well. None so 
zealous as the reformed sinner.., the 
company is currently examining various 
ways of smoothing the ruffled feathers of 
. current Marauder owners; a discount on 
the anti-virus vaccinator, VIP, is among 
the alternatives t>eing discussed. 

— Sieve Hull 



HOW TO GET 

THE MOST 

OUT OF YOUR 

GRAPHICS 

AND 

WORD PROCESSING 

SOFTWARE 



You're enjoying writing and drawing 
on your Amiga, but you're wondering 
how to organize your work and 
play. What more can you do? 
There's one superb way to activate, 
energize, utilize, massage and 
manipulate your text, lists, and pic- 
tures - Microfiche Filer, the world's 
only visual database. Only available 
on Amiga, Microfiche Filer leis you 
file, reclassify, recall, modify, sort, 
and select your work. Instantly. 
Microfiche Filer is the most power- 
ful database for personal use on the 
market today. This is software with 
limitless possibilities in a user 
friendly package that's truly 
exciting to use. 

'\...the fastest, easiest, most 
advanced database program I have 
ever seen. , . King of Databases! ' ' 

- Commodore Magazine 

'\...an extremely well-written, well- 
debugged, and well documented 
program" 

- Amazing Computing 

''Best New Idea" ■ Editors' Choice 
Award 

- Amiga World 

At '99 Microfiche Filer is superior 
to other databases costing much 
more. It includes several ready-to- 
use databases such as a public 
domain software catalog, 
commodities listings, and an 
address book at no extra charge. No 
software will be more fun to use or 
will offer the satisfaction of this 
product. Visit your nearest Amiga 
dealer and ask for a demonstration. 
You'll be stunned by what your 
Amiga can do that no other 
personal computer can. 

Microfiche Filer from Software 
Visions. Call 800-527-7014. 
In Massachusetts 617-877-1266. 
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A IVi j\ Z I M G REVIEWS 



Dark Castle 

Superior digitized sound and graphics... and an enjoyable gatne^ too! 

by Keith Conforti 



The castle before you looks more ominous 
than the darkening thunderclouds 
overhead. You don 't really want lo go 
into this dreaded hellhole, hut you know 
your duty. You move on, crossing the 
rickety drawbridge. You've got to purge 
that castle of the evil being who resides 
there — The Black Knight.' Mind you, this 
battle is not for the squeamish. 

In the midst of your dark journey, you 
lock horns with armor clad guards, flying 
monkeys, burning eyeballs, deadly 
dragons, disease infested vermin, and 
many more delightful surprises ... 



Amiga games ordinarily move into and 
oul of the market limelight at a brisk 
pace. A game that stays on top for three 
or four months is a monster success. But 
those games are rare indeed. After 
reviewing Dark Castle, from Three Sixty 
Pacific, Inc., I think it too can become a 
monster success, a la Defender of the 
Crown and Ear! Weaver Baseball, 

Dark Castle is a two-disk game requiring 
a minimum 512K system on your Amiga 
and Kickstart version 1.2 or later. On 
these two disks, you gel the ultimate use 
of graphics, animation, and sound in a 
top-notch, high quality adventure. 

Onward Adventurers 

The game's premise is simple; conquer 
the evil Black Knight. Your heroic skills 
are thoroughly tested as you venture 
through fourteen levels of spine tingling 
battle, with each level more difTicult than 
the preceding one. The battles become 
furiously paced as you are forced lo rely 
on your quickest reflexes and instincts. 
It's a real case of slay or be slain. 




The Great Hail, your starting point of the adventure. 




:voMt 3 



SCORE BONUS EDCK5 UVtS ELIKIR 

5PP i..l3Q H 



Just out of reach of the henchman's whip! 

(continued on page 24) 
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Ports of Call 




by Julie Landry 



What game involves lots of money, requires a combination of strategy, financial skill, 
and luck, can last for hours, and lakes place in ihe ocean? No, it's not an underwater 
Monopoly marathon. It's Ports of Call, a carefully researched, well produced, realistic 
global shipping simulation that will keep you glued to your Amiga's screen. 

Aegis Development describes Ports of Call as "an extremely complex economic and 
strategic simulation taken from the shipping world." It does take a while to learn how 
each choice you make influences your shipping company's future. The business can be 
complicated, and, just as in real life, the subtleties involved in making a successful 
entrepreneurial venture can take a lifetime to master. You need not be an expert 

businessman or seaman to start playing, 
though. Even the least knowledgeable beginner 
can acquire at least a rough idea of what's 
involved from the documentation. From there 
on, it's lessons in business by trial-and-error. 

The main idea of this unique simulation is to 
begin a shipping compjany, starting with five 
million dollars. You are the company's owner 
and captain, and you must use your financial 
know-how and seafaring talent to rise to the 
top of the highly competitive world of 
international trade. If you're good, you'll last a 
long time; if you're not so good, and you end 
up owing more money than you're worth, the 
game ends and the humiliating profit/toss 
statistics are displayed for all the world to see. 



Sunken efforts 

in a game gone wrong. 



^^*??!^^^2^.- 



' Up to four can play. If you're alone, you can 
pit two shipping companies of your own 
against each other and experiment with 
different strategies. Or, you can simply operate one company until you run out of time, 
decide to quit, go bankrupt, or collapse from exhaustion and hunger. Yes, Ports of Call 
is addictive, and if you're in the middle of a winning streak or in the depths of a 
financial slump, choosing the option to save your position in the game seems like a 
great sacrifice. 

You can set the game to last for one, two, or three hours, or until everyone goes 
bankrupt, In which case the winner is the player whose shipping company survives the 
longest. If you decide to set a time limit — a wise choice, if several people are playing — 
the winner is determined by the number of status points each company earns. 

Next, each player must choose a home port from a list of 28 cities. Although some 
ports are more expensive to operate from than others, taxes and other related expenses 
are deducted from your bank account p>eriocllcally without notification. If you find your 
home port is draining your profits, you are free to change, but only at the cost of about 
a cool million. 
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Once you're ready to begin, you are 
presented with the World Simulation 
Display screen. One portion of the 
screen shows a map of the world, with 
siorm systems and everyone's ships 
clearly marked. Another section shows 
time elapsed, and boxes allow you to 
click to to visit the Office, go to the Ship 
Broker, or examine your route on the 
Globe, You can also click on a start/slop 
action gadget if you need to take a 
break. 

The first place you visit will probably be 
the Ship Broker. You probably won't be 
able to afford a brand new ship at first, 
but there are used ships in fairly good 
condition. For about a million, you can 
get an old ship and Tix it up. Later, if you 
want to sell any of your ships back or 
pick up a few new ones, you can return 
to the Ship Broker. Ship prices fluctuate, 
so if you plan to sell an old ship, you 
may want to wait until a better price is 
offered. Eton't expert any gifts, though. 

You can go to the office to pay debts, 
obtain credit, or simply examine your 
financial records and check your status 
score. Each office is designed differently, 
and one of the offices even has an 
Amiga in it. The graphics here are 
especially impressive, and the graphic 
designers — R.E. LaBarre and J.D. Sachs — 
deserve much praise. 

Clicking on the Globe shows your ship's 
current position and the route it follows 
to its destination. You can also click 
gadgets to rotate the globe for a better 
view. This option is useful to compare 
your ship's route with the World 
Simulation Display, which shows the 
shifting storm systems. If you get caught 
in a storm, you must either detour — that 
could cost you several days — or just go 
through it and hope your ship doesn't 
lake any more damage than you can 
afford to repair. 

Players then take turns arranging cargo 
and destinations. When it's lime for 
something to hapf)en on one of your 
ships, a screen comes up showing the 
interior of the ship, including a porthole 



C TxEd PLWI 

The Text Editor for the Amiga'; 
Plus a whole lot more. 

"Dl-j-i-^T^^ cIt" Disk cache, speeds up floppy and 
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FastFonts 
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Speeds up text display. 



Hotkey window manipulator. 
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Replacement Progi'ams. 
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that lets you view the harbor. This 
artwork is another nice touch, and no 
two ports look alike. 

From here, you can arrange to repair or 
refuel your ship (unless you can't afford 
it!), or you can find out what kind of 
cargo is available. Depending on where 
you are, the cargo can be anything from 
expensive arms to worthless ballast. You 
also see a list of cities where you can 
peddle your goods. If you're lucky, you'll 
gel a good deal. If you're not so lucky, 
you may have to lay up ship for a few 
days until things get better. However, 
this can get expensive after a while, and 
the offerings can actually grow worse 
with time. If things don't improve, you 
may have to settle for less, or maybe 
even make a trip to another port with 
nothing but ballast in the hold. 

Occasionally, an anonymous smuggler 
may ask you to make a "strialy 
confidential collateral agreement." If your 
shipping business isn't doing very well 



and you really need the extra money, 
chances are you won't be able to pay the 
steep fine if the customs people catch 
you. The idea of making money on the 
side is quite tempting, however, and it's 
another one of those realistic touches in 
this game. Just remember that getting 
caught could affect your company's 
status! 

Once you've loaded your cargo, you 
must maneuver the ship away from the 
dock. If you're lazy and have a lot of 
money, you can hire a tugboat to do this 
for you. Don't count on a tugboat every 
lime, though, because a strike is highly 
possible. Either way, you'll eventually 
have to learn how to steer your boat, It 
pays to Icam fast, because it's easy to 
make a mistake, crash, and lake damage. 

Next, you must decide on the optimum 
travelling speed. If you're low on fuel 
and even lower on funds, you'll have to 

icontinueti) 
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slow down to avoid gelling slrandcd. 
Crhere's a considerable penally for 
running out of fueli) Oiherwise, il's best 
lo move quickly so you can oulspced 
your compeiiiion. Also, you must 
consider daily operating costs, plus the 
possibility of arriving late if you're 
working against a deadline. 

Out in the ocean, you'll have lo worry 
about stormy weather, boats on a 
collision course, icebergs, reefs, and 
shoals you have to avoid. This is why 
you have to learn how to maneuver your 
ships, If you don't, you'll either go 
bankrupt repairing them, or spsend a lol 
of lime watching the animated sinking- 
ship scene. 

Oiher disasters present you wiih no 
choice. If you gel bombed in a war zone, 
there isn't much you can do about it. 
You also have no defense against pirates 
who steal your cargo. Quarantines and 
rat infestations are bad for your status, as 
well as your bank account. And if you 
really mess up and smash the life raft of 
a helpless shipwreck victim, your 
reputation suffers. 

These seafaring adventures are only the 
ones I've encountered so far. Every lime 
I thought I'd seen it all, another 
unexpected disaster took place. If Rolf- 
Dicier Klein and Martin Ulrich discovered 
anything in their research of marining 
mishaps that they didn'l include in this 
game, it's probably just as well. 
Sometimes a little realism goes a long 
way! 

When you arrive at your destination, you 
must dock your ship. If exiting a port is 
difficult at first, entering one is a 
nighlmare. Each port is designed 
differently. Some are roomy and easy to 
move around in. Others are narrow with 
odd angles and inconveniently located 
docking areas. To make things still more 
difficult (or challenging, if you want to 
look at ii positively), you can'l see the 
port until after you decide whether lo 
use tugboats or steer by hand. And, 
worst of all, the ports seem to change 
from one game to the next. If Ixindon's 
harbor is easy lo move around in during 



one game, it may look like a confusing 
maze next time you play. You jusl have 
to take your chances. 

As your fortune increases and you build 
your fleet, your status improves. In 
general, the bigger, more successful 
companies that service more ports and 
have more expensive ships enjoy belter 
status than those with rusty, rat-infested 
ships and irresponsible captains. Of 
course, there's more lo it than just 
money. A captain who always responds 
to SOS calls, never has trouble with 
customs, and always gets the freight 
delivered on time has an advantage over 
a captain who keeps running out of fuel 
ai sea because the company can afford 
to F>ay the towing penalty. 

Ports of Call is challenging, educational, 
and complex. You can test your 
knowledge of international shipping, 
gaining along the way a familiarity wiih 
the problems and triumphs of sea 
captains and world irade. The game is 
very realistic, thoroughly researched, and 
richly detailed. 

The graphics are lop quality. Some 
especially impressive scenes include the 
view from the f)orthoIe in the ship's 
cabin and the office screens. The 
animated sinking ship is a miniature 
masterpiece (unless il's your ship that's 
sinking), and even the bricks on the ship 
broker's building look as if they were 
individually copied from a real brick 
wall. 

There are also sound effects that simulate 
the sound of ocean waves, SOS signals, 
and a ship's engines. They are all realistic 
and add another dimension of 
authenticity. 

Of course, perfection isn't much without 
a few minor faults for contrast. First, 
Ports of Call's opening sequence is quite 
long, and you can't speed through it. 
After reading the credits and admiring 
the piaures of the game's authors for the 
zillionth time, and then viewing the 
animated title screen, I began to wish 
there was some way of skipping to the 
game right away. Conversely, if you're 



willing to spend three hours on this 
game, what's an extra minute or two? It 
is an inconvenience, but a minor one. 

One or two of the message windows 
contain small spelling errors. This 
surprised me a little, but it didn'l spoil 
ihe game. I was also slightly 
disappointed by the documentation, 
which was skimpy in a few places. 
However, il's no fun to read a long 
manual before you can even start the 
game up. Most of your questions 
eventually resolve themselves as you 
become a more experienced sea captain. 

There are three levels of difficulty, but 
the only thing that really separates 
Beginner level from Genius level is the 
number of disasters encountered at sea. 
Of course, the increased element of 
chance does present more of a 
challenge, but the difference seems to be 
based mainly on bad luck. If the 
beginning level were simpler in the first 
place, with fewer choices infiuencing the 
outcome of the game, there would be 
less to overwhelm beginners. True, some 
of the game's realism would need to be 
compromised, but the easiest level is 
supposed to be less complex than the 
others. 

Ports of Call is a very slow game, due 
mainly lo ihc amount of time spent 
maneuvering ships, either within ports or 
through reefs, icebergs, collision courses, 
and so on. Il's not a problem that can be 
avoided, but it seems as if more than half 
your time is spjent on navigation. 
Considering the emphasis this game 
places on strategy, it seems strange to 
have lo double the playing time like this. 
But il also doubles the challenge. 

As you play, you'll either be pleased with 
your own skill or frustrated by the 
unlucky breaks that seem to sfx>il all 
your apparently brilliant moves. It won't 
neccessarily be smooth sailing all the 
way, but it will be entertaining. 

•AC* 

Pons of Call 

Aegis Development, Inc. 
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You're a Commando 
Warrior blasting your 
way through the 
jungles of the Evil 
Empire. Sound 
familiar? We\\, 
Leatherneck's theme 
does resemble that 
celluloid classic, 
Rambo. Microdeal's 
Leatherneck is a 
scrolling, arcade-style 
shoot 'em up with 
America's finest going 
against the sinister 
denizens the Evil 
Empire. And 
Leatherneck is good, 
mindless fun. 



Your Leatherneck is armed with heavy 
and light machine guns and a bag of 
hand grenades. Your enemy — as plentiful 
as the skeeters in the Empire's jungles — 
are armed with machine guns, grenades, 
cannons, and pillboxes (grenade 
launchers). Your strategy: blasl'em. 

On the Frontlines 

As the game begins, move forward 
immediately, because after a few 
seconds, the program kills off any men 
who aren't moving. (Besides, you're not 
yellow, are ya?) The good people of the 
Evil Empire don't like intruders, so they'll 
be right down to check your visa. That's 
when the fun begins. 

The status and score window in the right 
quarter of the screen displays your 
remaining ammunition, lives (you get 
three), and the weapon you are using. At 
the start of the game, you're equipped 
with the heavy machine gun. 

Change weapons in one of two ways: 
by keyboard stroke or by a quick right- 
left-right joystick movement. The joystick 
movement keeps all movements 
together, but it's also dangerous; you 
just might send your little Rambo right 
into the line of enemy fire. 




Your Arsenal 

The heavy machine gun is best for 
longer range shooting, but firing is rather 
slow. The light machine gun provides 
short range, rapid firing — good for 
mowing down onrushing lines of foes. 

Your most powerful and versatile 
weapon is the hand grenade. With the 
grenade, you can blow up handfuls of 
Evil Empirians with a single shot. The 
grenades are the only weafx>ns you can 
use if you're hiding behind a hut, rock, 
or barbed wire fence. Finally, grenades 
are your only weapons against the 
cannons and the pillbox — that grenade- 
launching beast that looks like a Little 
League pitching tnachine. For highest 
score, those are just the things you want 
to hit. 

Grenade power notwithstanding, you'll 
want to switch weapons occasionally 
because ammo is evenly distributed 
between the three. Keep an eye on the 
bullet in the status window, when the 
bullet gets short , switch weap>ons to get 
a full supply of ammo. 

If you really get low on ammo, the Evil 
Empire has been nice enough to leave its 
ammunition in plain view; just walk over 
it and fill 'er up. 



by Mike Creeden 

As the game 
progresses, the 
enemy advances 
faster and in greater 
numbers. Pick off as 
many as you can. 
And there's bonus 
for you Rambo 
fans — the dying 
soldiers let out a 
scream that would 
do the old mumblin' 
musclehead proud. 
But be careful not to 
get to close to the 
enemy because 
they're obviously 
well trained in hand- 
to-hand combat. 



For highest score, though, it's best to 
concentrate on the cannon and the 
pillboxes. But remember, your grenades 
are your only weapons that can take 
them out. 

When you get tired of playing Rambo, 
sole defender of the Amerfcan way, 
maybe you'll want to join a platoon — 
Leatherneck allows up to four players. 
Joysticks for the first two players plug 
into your Amiga gameports; to play 
three or four player Leatherneck, you 
need Microdeal's adapter. The adapter 
allows you to attach two more joysticks 
to the Amiga's parallel port. 

It wouldn't be jungle warfare without a 
few bugs, though. The joystick 
movement for changing weapons is 
difficult to execute and often left me 
dead in my tracks. This left me with the 
keystroke method, an awkward move 
that left me wide open to enemy fire. 

Despite its simple premise and 
playability problems, Leatherneck is 
challenging and a lot of fun. Besides, if 
old Sly made umpteen billrans from the 
Rambo flicks, don't you think 
Leatherneck should get Microdeal at least 
$39.95? 

•AC- 
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REVIEWS 




_/\_l Capone, born January 17, 1899, 

became perhaps the world's best known 

gangster. Known as Scarface, Capone 

dominated crime in the Chicago area 

from 1925 until 1931. At age twenty-six, 

he managed in excess of one thousand 

"employees" from whom he demanded 

absolute loyalty. After 

years of evading the - ■ ,• 

police and federal 

investigators, Scarface was .* " 

finally apprehended and 

sentenced for the only 

crime the law enforcement 

could clearly connect him 

to— tax evasion. Capone 

died from an incureable 

disease at his Miami Beach 

mansion in 1947. 

Capone was no man to 
idolize, His nickname, 
Scarface, was the result of 
a knife attack by the 
brother of a girl he 
insulted. His life and 
business depended on his 
cruel justice and 
ruthlessness. He whipped 
his men into a band of 
brutal, vicious characters 
who spawned the term 
"gangster." 



Capone, distributed by Actionware, lives 
up to the Capone legend. It is billed as a 
"new style action adventure that requires 
the agility and marksmanship of an 
action arcade game, but also gives the 
atmosphere of an adventure." Capone 
docs not disappoint. 




CAPONE, 

THE GAME 

by Joyce Hicks & Robby Hicks 



Capone has two styles of play. Normally, 
the game performs on your existing 
Amiga system using your mouse to aim 
and shoot. With a new twist, Actionware 
has programmed Capone to use the Sega 
light gun C$49.95)- And to make the 
game more exciting, a dual gun interface 
($39-95) is also available to allow two 
players to simultaneously fire separate 
light guns. 

As Capone loads, the player is presented 
with several options. The player must 
choose either Mouse or Gun, tell the 
program which Amiga model is being 
used, decide between one or two 
players, and choose the level; Cadet, 
Rookie, or Captain. Cadet is the choice 
for beginners, but each level 
of Cadet play becomes faster 
with more hazards. 
Eventually Cadet level 
reaches the same conditions 
as the Captain option— 
which, incidentally, is "not 
recommended for pregnant 
women, children less than 42 
inches tall, or those with a 
weak heart." 

You are an undercover cop 
in Chicago, circa 1920. You 
are running to catch a bus 
when a window shatters 
across the street. You decide 
to get in a parked car and 
return fire. You realize that 
Capone's mob is out in full 
force and you must shoot 
down all Capone's gang to 
get to Capone himself. You 
begin the game with three 
lives, symbolized by guns on 
the bottom of the screen. 



The game complete uiilb dual light guns. 
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The first scene is a fairly quiet street. 
Figures slowly appear in the building's 
windows. Shooting quickly is important, 
both for added points and to keep the 
gang from firing at you. Be aware of 
innocent people who appear in the 
windows from time to lime. Shooting a 
bystander costs you one life, while 
failure to shoot the bad guys quickly 
enough affects your health line and can 
also cost you a life. If you are shot, 
quickly disposing of mobsters can build 
up your health again. 

Your first reaction is to fire as quickly as 

possible at all targets. However, your 
ammunition is supplied at a steady rate 
and it is easy to run out of ammo. With 
an empty gun in your hand, you stand 
and wait for new bullets to appear at the 
bottom of the screen and pray Capone's 
men don't start shooting first! 

As the gangsters fall before your spray of 
bullets in the first buildings, you slowly 
move down the street. New buildings 
appear, containing more mobsters; 
walking gangsters also come onto the 
scene. A machine gun appears on the 
sidewalk from lime to lime, and if you 
shool it, your pistol becomes a machine 
gun for a while (helpful in later levels as 
the action becomes more hectic). 

11 you finish off enough gang members 
in each scene, you progress to the next 
adventure. As you progress through 
each adventure, you are awarded an 
extra life. You are limited, though, to six 
lives at one time. 

Play becomes more intense as you reach 

different areas. The walking mobsters 
drop dynamite sticks when they are shot; 
these must be destroyed by a second 
shot. The gangsters pop up in the 
windows more quickly, with more 
appearing at one time. Pedestrians also 
become hazards as you try to maneuver 
your shots around women, dogs, cats 
and kids on skateboards. Hitting anyone 
of them costs you fxjinls, but not a life. 

The middle of your trek provides a 
"break" in the action in ihe form of a 
warehouse. Capone's men have taken 




mm! 




refuge in the dark building filled with 
TNT crates. Here there are only 
gangsters, no innocents, which pop up 
from behind the crates. The object is to 
shoot the men without blowing up the 
TNT. The machine gun is a no-no in this 
section. If you hit the TNT, it affects your 
health line, but not necessarily your life 
(as long as you keep shooting through 
the smoke). 



A couple of scenes depicting the 
intense quick draw action ofCapone. 

Although the game can be used with the 
mouse, the light gun is much more fun 
and realistic. We all agree that the mouse 
is much too difficult to use as the game 
moves along and the pace quickens. The 
gun is really worth the extra investment, 
and Act ion ware promises two more 
games which will also use this gun. We 
made the most progress in the game with 

(continued on page 26) 
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by Michael T. Cabral 



CdcSino Fever 

"Place your bets... All bets down... No more bets. " 

Around an etbow-to-elbow roulette table, this less-than-catchy cadence cracks the air 
once per minute. The bland voice of the bow-tied guy running the show reveals his 
boredom. To him, spinning the roulette wheel is like pumping gas. Thirty-five hours a 
week equals a decent paycheck. Yawn. 




Casino Fever brings roulette 
realism to your Amiga, 




7T01 «<Y CRflPS 



Pass Line 



558 5e 



4258 



But the flipside that keeps Vegas and Atlantic City 
hopping is only a table-width away. Rubbery chips 
slide from sweaty hands to velvety green tabletop. 
The chips are really singles, tens, fiftys, and 
hundreds, but they are cleverly designed to look 
nothing like the cash they represent. It just 
doesn't seem like you're losing a hundred bucks 
when the chips look like Necco wafers. 

Tension-wrinkled faces hypnotically follow the 
bounding, spinning white ball. Some gamblers, 
unable to look fate in the eye, check out their 
shoetops as the wheel slows. Others crane over 
the wheel, determined to somehow intimidate the 
ball. The unfazed ball nestles into a single slot on 
the wheel. Groans and sighs explode, then hush 
as the cadence again takes over. The atmosphere 
is strange, but truly wonderful. 

If you are wondering whether or not this world is 
for you, just boot a casino simulation, haul your 
fictional bankroll to the table, and wager away. 
Sure the atmosphere won't be quite the same, but 
a well done simulation leaches you the trade 
while showing you a genuine good time. 

Casino Fever by Ethos Development is the latest 
shooter to beat the odds and step into the ranks 
of successful casino simulations. The program 
joins a healthy dose of realism with snappy 
graphics and on-line documentation to grab a spot 
as a sharp gambling tutorial and a lesson in how 
to have a great lime losing your fortune. 

After a serene, almost seductive musical opening, 
the choice of four hard core casino games gels 
things off on the right foot. With poker, crzps, 
blackjack, and roulette at your disposal, you're 
never at a loss for some good ole' fashioned, 
sweaty palmed gambling anxiety. Each game has 
its advantages and apt comparisons to the real 
things in Vegas, so let's stroll from table to table, 



The complexity of craps is nicely simplified. 
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How 'bout An Lnsidc Straight? 

The version of five-card draw closely 
resembles the one played on the video 
poker machines In Vegas. Your wins or 
losses are deiern-iined by standard odds 
payoffs. Three of a kind always pays ihc 
same amount, a full house always pays 
ihe same, and so on down the line. 

The differences between the Vegas 
machines and Casino Fever arc subtle, 
but worth noting. Fever's poker payoffs 
are much more generous. Anything 
below a pair of jacks means lost cash in 
Vcgas; Casino Fever returns your bot for 
any pair, from deuces to aces. This 
generosity allows you lo keep your head 
above water with measly pairs. In Vegas, 
there's real cash on the line and pairs 
only send you lo the poor hou.sc, The 
payoff ratios also differ. Vegas is a case 
of the more you bet, the more you get; 
Fever pays off at the same odds whether 
you bet a one dollar or a thousand, 

Overall, the poker here Is clo.se enough 
so you know what to exp>ect from the 
endless rows of poker machines in 
Vegas. Money management is a problem 
because of payoff discrepancies, but play 
is realistic and fun. The only difference 
worth beefing about involves discarding 
In Vegas, if you accidently click on a 
card you don't want to chuck, you can 
just as easily toggle back so the card is 
one of your keepers. Casino Fever has 
no undo or toggle, so once you click a 
card, it's gone for good. 

Gimme A Hit 

Blackjack tables are the most crowded 
altrartions in Vegas and Atlantic City. 
The game is simple to play and the odds 
aren't all that bad, so almost anybody 
will take a shot at that twenty-one. 

Casino Fever blackjack runs true blue to 
Vegas. Gadgets allow you lo split pairs, 
double your bet on a hot hand, and even 
insure yourself if the dealer has got an 
ace showing. The dealer always lakes a 
lender hit on sixteen and .stands pat on 
seventeen. A menu option allows you lo 
choose from up to the six decks Vegas 
tables use to foil card counters. The only 
thing missing from Casino F-evcr is the 



pit boss in a pin-striped suit 
watching the dealer's every 

move! 

Ifynii want a quirk black lack 
tutorial without a lot of 
ovrrblown strategy you've come 
to ihc right place Fevpr covers 
the blackjack basir? rhat can 
koc'p you silting al a Vegas table 
as long as your funds hold oin. A. 
more involved tutorial Tiight 
include stralegir lips and odds 
playing advice, but simpllcitv is 
the key at the C'A'tino Ff^er table 

Watcli the Bouncing Ball 

Oespitc all the dizCTing bets on 
ihc table, roulette really comes 
down lo the luck of tbf bounce 
You would ihink roulette is a game 
exclusive to gambling gurus Casino 
Fever taught me that roulette is a game 
for everyone. 



Roulciie really brings out Casino Fever's 
latent as a tutorial On-line help 
concisely explains ail bet.s and payoffs \ 
cniered the game with zero knowledge 
of roulette, but two weelf: la'.'^r I 
confidfnily grabbed a spot al af^ Vlanlir 
City table. The explanation* are shnrt 
sweet, and simple; and the visual display 
of ihe table give.*: ihe help screen a 
friendly, hands-on feel 

Casino Fever roulette also lakes 'ealism 
to the hilt. All payoffs are klenlical lo the 
real things. The graphics are superb- ih*- 
table is a sharply .scaled miniature of the 
real McCoy. When I stepped up lo 'he 
table in Atlantic City. ' was shocked bv 
how clo,sely it resembled "vhat I'd seen 
on my Amiga screen just a day earlier. 

Next Shooter 

If roiilfiee is deceiving in its complex 
appearance, craps takes the other half of 
the cake Craps looks complicated and 
the game certainly fits the look In Vegas 
and Atlantic City, four table aitendanis 
and a pit bass man each craps table 
With real cash on the line, craps is not 
for the uninitiated 

If you're willing lo invest your lime 
before you invest your wealth, Fe\'er has 




<o 



the tools lo shape you into a sawy craps 
shooter, The program's strength as a 
tiirorial blasts through in full force. 
Hardways, pa.ss line bets, come out rolls, 
and oihrr imaginables are explained. On- 
line help screens are here in bulk. 

The quality and depth of the craps 
tutorial would certainly be enough for 
me to deem this portion of the program 
great But you get much more than just a 
dry lesson. The miniature table's graphics 
outshine even those of the roulette 
wheel and table. Two oversized dice 
tumble from ihe right side of the screen 
with realistic sight and sound. 

When the Cash Is Gone... 

.it s time to leave the glimmering casino 
behind Overall, Casino Fever is a super 
simulation, low on flaws and high on 
realism and leaching power. 

The developers of Casino Fever tread 

well the fine line between simplicity and 

a little bit of expansion. Well known, 

easy to play games like poker and 

blackiack don't need much backup 

documentalion Roulette and craps, 

games quite a few notches up on the 

compleioiy scale, need outlined 

expansion and get it in nice form from 

CJsino Fever If you're planning a 

pilgrimage lo the real casinos, pick up 

Casino Fever. And remember, no 

gambler ran pass up a sure ihing like 

this 

•AC- 
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Nothing 

but 
the best. 



memorg 
Location 



396 Washington Street 
Wellesley.MA 02181 

(617) 237-6846 



(Park Castle, continued from page 15) 
Your only weapons are stones which are 
abundant throughout the catacombs of 
the castle. Occasionally, you may acquire 
a mace, fireballs, or a magic shield to aid 
in your endeavors, but unfortunately, 
these items are only temporary. 

As you play Dark Castle more and more, 
you can establish a routine for 
conquering many of the lower levels. 
Not that it becomes monotonous; the 
challenge is much more than you and 
your stones can handle. It's a good thing 
your fierce little warrior has five lives 
because they are quickly drained as you 
take on the likes of Merlin the Magician 
and the fire-breathing dragon. You must 
react like lightning here, but you must 
plan your moves carefully If you want to 
elude your enemies. 

Staying alive is no easy task, but if you 
conquer all fourteen levels, don't pat 
yourself on the back yet. You still must 
destroy the Black Knight in a tremendous 
showdown that is too violent and chilling 
to describe on these pages! 



Creepy CrawUes & Nasty Vermin! 

On your venture, you are bound to run 
across some strange and lethal creatures. 
Most common of all is the constant 
onslaught of bats and rats. Both are 
infested with life threatening diseases, so 
try to avoid their bites. You must stone 
them, or they follow you relentlessly. 

Other beast ies to keep an eye on include 
kamikazes vultures, obnoxious mutants 
(they make this twitty little high-pitched 
"neh, nch-neh-neh, neh" sound), magic 
brooms, (yes, brooms), whip and rock 
henchmen, and the menacing burning 
eye. Each of these can be eliminated by 
a bash with one of your trusty rocks or 
by wielding a blow with a mace you find 
at the battle scene. 

Running through the various chambers 
may remind you of other arcade games. 
Similarities to Donkey Kong, Mario Bros., 
and Space Invaders are all found here. 

Use the keyboard to control your brave 
little warrior. Once you learn the proper 



keystrokes, you should be deftly 
maneuvering him all around the screen. 
Your character has the ability to walk, 
jump, duck, and perform specified 
actions at particular limes. With the 
mouse, you can swing his arm to sling 
the stones or swing the mauling mace. 

Some Notes on Sound 

Dark Castle will long be remembered for 
its innovative and fantastic use of 
digitized sound. I knew ] was in for a 
treat when the title screen appeared 
proudly boasting the "in stereo" symbol 
that has become the latest trend of 
network television. 

In Dark Castle, there is a stereo sound 
for everything, and I mean everything! 
You cannot even click the mouse 
without hearing something. The bats and 
rats squeak; the vultures squawk and 
dive. Listen behind you and you'll hear 
doors creak and the patter of your own 
rushing feet. Throw a stone, and your 
character grunts with each fling. Avoid 
falling or walking into something. If you 
do slip up, be prepared to stumble 
dizzily about, moaning, as you try to 
regain your senses. 

No sound, no matter how insignificant, is 
overlooked in Dark Castle. And some of 
the them really enhance the action, such 
as the vicious crack of the henchman's 
whip and the thunderous rolling of bone 
crushing boulders. 

Comments and Queries 

Overall, Dark Castle is a superb arcade 
game, definitely one of the most 
entertaining yet for the Amiga. Though 
the game is a bit short on plot and 
strategy, it is still a lot of fun, especially 
for game junkies who love to test their 
raw instincts and lightning reflexes. The 
game is a slick combination of state of 
the art graphics, dazzling digitized 
sound, and just plain fun. And when a 
game can pull off this combination, you 
know you've got a winner. 

•AC- 

Dark Castk 

by 'Jhree Sixty Pacific, Inc. 

2105 South Bascom Avenue Suite 290 

Campbell, CA 95008 
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Game 
Pizazz 



A series of articles on game hints and tips. 



hy Jeffrey Scott Hall 



Hello and welcome to a series of articles 
on game hints and tips. You might be 
wondering why the scries is called 
"Game PIZAZZ." Every Amiga game does 
indeed have its own "spark," but the 
main reason for the name is that I'm 
writing about only the holiest and 
coolest games to keep you glued to your 
Amiga. I'm here to listen to your input 
about the most difficult gaming 
problems. This time, I made up phony 
questions to get things started. However, 
in the future, I need your game 
questions. You can reach me through 
Amazing Computing, or you can phone 
the BBS that I SYSOP. So, dust off your 
games, get out that joystick, and 
blast'em! 

Q. When playing Oblitcrator, I cannot 
shoot aliens hanging from the ceiling. I 
tried the blaster, bazooka, etc., and 
nothing works. What type of weapon 

should I use? 

A. You are having difncuiiy hilling the 
alien because you are not using the 
proper weapon. To hit the aliens on the 
ceiling, you musl use the pistol you have 
when you start the game. The other 
weapons are good for battling aliens and 
robots on the ground, but your pistol has 
a higher range for some reason. Warning! 
This strategy does not always work when 
you encounter tougher aliens and robots. 
The only way to get past them is to do a 
running-defend which causes Drak to do 
a ground somersault and let you p)ass by 
safely. 



Q. When playing Test Drive, how can 1 
keep the fuzz from stopping me when I 
drive over the speed limiL' 

A. Get your speed up to or above 1 10 

mph and nothing can stop you. You're 
just a blur on police radar and they're 
engines are no match for yours. 

Q. I have trouble when I reach the 
higher levels of Capone. My friend and I 
use two light PHASER guns and the Dual 
Gun Inlerfacc, but we still can't go 
beyond the warehouse. Can you suggest 
something? 

A. When I first got the game, I had the 
same trouble you are having now. 
Finally, I figured out what was going 
wrong. When you and a friend use the 
Dual Gun Interface, take advantage of it. 
Have your friend lake one side of the 
street while you take the other. For 
buildings, one person can lake the lop 
while the other p>erson takes the bottom. 
Even though your score Is lower, you 
can complete more of the game. Also, if 
your partner runs oul of ammo, you can 
cover him until he's re-loaded, and he 
can return the favor when you run dry. 

Q. I was playing Vampire's Empire 
when I found myself in another level. 
However, I can't seem to figure out how 
to get oul of it. It keeps going in circles. 

Help! 



A. Your problem lies in the level you 
are on — you have either not collected an 
artifact or activated a secret passage door 
on that level. You must collert all objects 
on that level, then wander around for a 
while. If you are going in circles, try 
touching a wall, falling through a trap 
door, and getting rid of nasties. Repeat 
ail the above, even if you go in circles. 
Sooner or later, you find yourself in a 
brand new spooky level. 

Q, While playing Firepower, I 
accidenily blew up one of my own 
bunkers when green men (the enemy) 
started running out. Can I shoot at them 
and run them over? Or are they my own, 
even though they are green? 

A. If the men are green, run them over, 
blast them, or do whatever you please. 
You will not only find enemies in enemy 
bunkers, but also as prisoners in your 
bunkers. To obtain a higher score, blow 
up your own bunkers and watch the 
enemy run for cover. You can have an 
absolute field day running them over 
with your lank. However, along with ihe 
good must come the bad. Too much of 
this work against your own bunkers 
causes your home friends to turn on you 
and Ofjen fire. So be careful; blow up the 
enemies in your territory only a few at a 
time. 



(conlinued) 
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MUSIC VISIONS © 

Create a light sno»\ uu jcu' Aiiiiga Mu^n, Visions adds 

the visual dimension to Miusi^ d.s n plays, using the 

Pcifccl Sound or Futuieiic ^na aigiuzcr.s Music Visions 

samples and aiiat^z^is thi; jHuaiv, produmig a ligtii 

shuiv in real tiuii.! 

Create a show lo your lastc by using a drawing program 

that creates IFF files we call rausicnScs, Musicfiles:can 

be a simple or complex: Lhc only Hmit is your 

imagination! Options allow you lo i;hangc the siio^v 

as the inus! . plays. 

• Di-dircUionai.var.i^i^lt^ ,i/ ced, color cycling 

• J display /nodes • Uses any lo-res IFF piciure 

• Adjustable color paletie • Easy to use. 

• Requires FuiureSound or Perfect Sound hiUthtorn 

• Amiga 500, lUUO, and 2000 compatiMc 

• Variable Jrecjuetu.j analysis 

• Docu/iicnialicn included .' and more/ 
VISA/Maiiert-ard _. .;ptcd iiu LUUs please 

Send 529. 9i plus SJ.LH) shippiiig/naudling tu; 
(Calil. residcnii aad 6% suits lax; 

DIGITAL WIZARDS IM. 

930? Carlton rims Biva 
Santee, L-A 9207 1 

(619) 449 5218 

Music Visions- ir "^py.'ightcd by Digi!?.l Wizard:, 19S8 

Amiga, Future Soaud ana h'criect Sound art legisieioi 

trademarks of Commudoie- Amiga, inc , Appiicd Visions 

and SuiiRi/j Indu.^cries, lesucoiivelv. 



M 



Q. I cannot make il pasl the guard 
inside the temple of Dosnebian Clerics in 
Phantasie I. I have tried just about 
everything and have most of niy parcy ai 
level fifteen and above. Can yuu help? 

A. It took me forever to figuie this one 
QUI. The secret lies with the Cicnci. 
themselves; they arc prejudiced lo youi 
party. If you do not have a Mmoiaur m 
your group of adventurers, you can not 
get past the guard. Drop one of youi 
members that you can live without for 
awhile (not a priest or wizard) and add a 
Minotaur. He does not have lo be sliillcd; 
you just need him to get past the 
Dosnebian Clerics. Once you gel past 
them, the fun begins! 



I hats a vM<ip Remember game fanatics, 
this ij )uui foium. Lets hear all youi 
gam... iiii.Ls, tips gripes, and whdit.e(. 
So, Until next time, keep those questions 
cuiiiiiig and nappy gaming! 



Zap your game questions lo: 

Jcffery S. Hall 

c/o Amazing Computing 

P. O. Box 869 

Fall River, MA 02722 

or 

BBS: C6l8>265-3113 

48 hours weekends 

300/1200 baud 
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Capotte, continued from page 21 

the two player, two gun system. Using 
this method, each player only needs lo 
concentrate on one half of the screen at 
a time. We were able to get all the way 
to the front of the bank. CSorry, we 
haven't seen the inside yet.) 

The game also has a unique feature we 
enjoyed. When you run out of lives, you 
are given an eight-second chance to 
press the trigger and receive a free 
practice session. Although you start with 
zero points, you have a chance lo work 
on the section In which you were 
stopped and possibly go on to a new 
section This way you don't have lo start 
at the beginning every lime and plow 
thtough the slower, already maslcfcd 
sections. 

Capone makes great use of the Amiga's 
graphics; they are colorful, interesting 
and flawless. In addition, the game has 
been in almost constant use since v^-e 
received it, and we have not seen any 
flickering or breaks in any of the scenes, 
nor have we experienced any freeze ups. 
Capone is liked by all age groups, from 
my len-year-old son to my sixty-year-old 
father (who, by the way, has the top 
eight scores). We hope you and your 
family enjoy Capone as much as we 
have. 
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reviewed byjeffery Scott Hall 



Have you ever wanted a chance to race in an event such as the Indy 500? Well, here is 
your chance to race several distinctive courses, seated t>ehind a high-performance 
Ferrari Formula One racing car! Moments after inserting your disk, you are shown a 
title sequence while music plays in the background. To abort this sequence, press the 
joystick firebutton, and the game finishes loading. Next comes a difTicult choice; which 
race course to drive. 



Choosing a Race Course 

The transport truck takes you to the race track 
of your choice, and the time it takes to get 
there is deducted from the clock. What exactly 
does a clock have to do with high perform- 
ance racing? Well, this is the Big Time, so you 
book yourself for certain races at different 
times. If you cannot gel there by truck, never 
fear. Your very own plane can (ly you to your 
destination. (Now that's service!) To make a 
selection, simply click the left mouse button 
on one of the dots located on the world map 
display. You can choose from sixteen different 
race courses, and each one is unique, offering 
a greater challenge. Once you have arrived at 
your destination, you are in the garage near 
the race track. 



Looking at the Garage 

Inside the garage are all the standard accessories, such as an engine crane, fuel, parts, 
and even a mentor (named Mauro) who advises you. To use an item, simply click the 
left mouse button on the object. For example, if you want to refuel, click on the gas 
can and move it to the fuel intake system. Other features allow you to change engine 
parts, put on new or different tires, and even experiment with fuel additives. While in 
the garage, you can also save the current game, load an old game, or save the current 
stats to disk. (Make sure you insert a blank disk, not the master.) Everything you 
possibly need for racing is in this garage. However, you must remember — while you 
are there, time is ticking away at the race track! 



C/IM 26 
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Jn tbe driver's seat of a Femifi 
Formula One. 



(continued) 
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Sitting in the Driver's Seat 

Now that you have the car ready for the 
track, let's go out and see how well you 
race! Your [Derspective is from behind the 
wheel of an actual Ferrari Formula One 
race car. In the upper right comer of the 
screen is a track indicator which displays 
the current time, lap, p)osition in the race, 
and type of flag currently up on the race 
course. On your car are left and right 
rearview mirrors, showing the cars you 
have passed and how far behind you 
they are. 

The graphics for the race track are done 
in 3D, giving you the feel of actually 
driving on the race course. As you drive 
along, you can almost feet the curves, 
see the [people in the stands, and watch 
your competition fall farther and farther 
behind. You control the car with the 
mouse; you accelerate by pressing the 
left mouse button. Shifting is done 
automatically, but if you aren't careful to 
slow down for curves, disaster will 
inevitably strike. 

To win, you must complete the race 
course before time runs out. This task is 
difficult, esfjecially if you have an 
accident and need a pit stop. If you are 
fortunate enough to win the race, you 
are prompted to enter your name in the 
high scores list. 



Summary 

Ferrari Formula One combines good 
graphics and stereo sound to come up 
with a rather nice game. My only com- 
plaint is the game's use of the mouse 
instead of a joystick. I find this very 
awkward and hope it is changed in a 
future version. 

The manual is very helpful when 
learning the game, and it contains many 
hints for staying on the road. If you are 
looking for a non-stop, thrill-a-minute 
arcade type racing game, Ferrari Formula 
One is not for you. I recommend this 
game to anyone who wants racing 
strategy mixed with good old-fashioned 
high-speed excitement. 



^ Programmers 

<^IIGENUIT'^^ 

Presents 

The C Toolkit 

Source for 200+ C Functions 



including: 

Binary /Hex/Octal 
String Comparison 
Date and lima 
Math/Fractions 
Memory Manipulation 
Modulous 10/11 



5 Different Methods for Sorting 
Strings and all other Data Types, 
Including a Non-Recursive 
Quicksort that will sort 1000 
integers in 1.46 seconds! 
Random Number Generator 
Extensive Documentation 



Special Introductory Offer 

Only 
$29.95 



{Suggested Retail $39.95) 

PlusS3.00S&H 

PL Residents Add 6% Tax 



Send $29.95 to: 
Software Ingenuity 

11325 94lh Street North 

P.O. Box 10084 

Largo, FL 34643 

(813) 393-8240 for Info/COD 



Hints For Better Driving 

1, Never let yourself get "boxed-in" by 
cars on your left and right, If you do, 
take the curves fast and the straightaways 
slow. This strategy is a little dangerous, 
but otherwise you must contend with 
them for a long time. 

2, Under normal conditions, try to stay in 
the right lane, slow down for curves, and 
speed up for straightaways. If you are 
forced to take the left lane, move back to 
the right as soon as possible. In case of 
car trouble, you can pull off and get 
back on the road quickly. 

3, When something minor goes wrong 
with your car, don't panic. Simply pull 
off the road and make the necessary 
adjustments. In most cases, the problem 
is simple and costs you only a few 
minutes or sometimes only seconds. 



4. Check the flags often. If you don't, 
you may find yourself out of the race. 
Sf)eed up as soon as you see the green 
flag and slow down when you see the 
yellow flag. 

5. If a nearby car has an accident, such 
as an engine on fire, speed up and move 
out of the way. This move avoids a 
collision and delay in your race. If you 
cannot get around it, slow down and 
come to a stop. Even though you lose 
some time, you gain it back faster than 
you think. 

•AC' 



Ferrari Formula I 

Price: $49.95 

by Electronic Arts 

1820 Gateway Drive, Suite 200 

San Mateo, CA 94404 

Phone: (415) 571- 71 71 
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The Ultimate arcade blockbuster! 

by Graham Kinsey 

Now thai the Amiga 500 has been esiablished, I'm sure quite a few of the 500's sales this past holiday 
season were lo people who drool over the Amiga's ability to run arcade -qua lily games. But how can 
this need be fully met' Buy an arcade game that is a licensed version of the coin-op version. 
Unfortunately, while there is now a flood of arcade games out for the Amiga. Few, if any, are 
officially licensed coin-op arcade ports. But there is at least one licensed arcade game for the Amiga 
that Is quite well known in the video arcades. Discovery Software has ported the hit coin-op game 
Arkanoid to the Amiga. Arkanold is licensed from Taito America. 

For those who haven't been to an arcade lately, Arkanoid can best be described as a second- 
generation brick and paddle game. Like the classic Breakout game, the object is to knock down 
every brick with your paddle. But that's where Arkanoid departs from its predecessors. Arkanoid's 
first major difference are the colorful mobile obstacles, called Konerds, Pyradoks, Tri-Spheres and 
Opopos, that appear on the playfield. They are usually only a nuisance, since any hit with either the 
energy ball or with your Vaus (the Arkanoid name for the paddle) destroys them. Another important 
difference is that in addition to the eight different colored bricks, there are two special type of bricks. 
The silver bricks can be destroyed just like the colored bricks, but not with just one hit. Depending 
on the level you're on, It takes up to five hits to destroy a silver brick. Gold bricks are indestructible. 



The final major features of Arkanoid are the power capsules. When you 
destroy a colored brick, you are sometimes "rewarded" by a power 
capsule falling from the brick's debris. If your Vaus touches the falling 
capsule, you receive the benefits of that capKulo. There are seven different 
power capsules. The Slow capsule slows the energy ball down some, 
although there is a minimum speed for the energy ball, and this capsule 
tends to be less effective In the advanced stages of a level when few 
bricks are left. The Expand capsule doubles the size of your Vaus, which 
is always handy. The Catch capsule turns the Vaus into glue. When the 
energy ball hits the Vaus, it doesn't bounce off. You can then move the 
paddle before releasing the energy ball with the left mouse buuon. This is 
very useful when careful aim is important, and it also serves as a short rest 
when the energy ball is moving fast. The Disruption capsule turns the 
single energy ball into three which all behave like the original energy ball. 



My favorite capsule has got to be the Laser capsule. This power capsule adds twin laser guns to your 
Vaus. You can then fire away, blasting any of the bricks (except the gold bricks, of course) or 
destroying any of the mobile objects. 




Arkanoid boasts convincing 
arcade graphics. 



The remaining two power capsules are special ones which don't appear very often. The Paddle 
capsule gives you an extra Vaus, The Break capsule opens a small door to the right of the Vaus. You 
can then move the Vaus through the door and automatically advance to the next level. This door 
disappears if you lose the present Vaus, so don't dilly-dally about entering the door. 



Some power capsules are mutually exclusive. For example, if you presently have a Vaus enhanced 
with either the Expand, Catch or Laser capsules, and you catch a different power capsule, you lose 
the enhancements the Vaus previously enjoyed. The Disruption capsule Is even worse in this regard. 
As long as you have at least two of the three energy balls still in play, no more power capsules will 
appear. Needless to say, this will make many people think twice about catching the Disruption 
capsule (not only due to the features the power capsules represent, but also since each power 
capsule is worth a fat 1000 points). 



Ccciniinueii on page 3V 
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Roman arena fighting meets the black hole! 



by Keith Conforii 

Roman gladiators in one-man spaceshps pitted against each other in a fight to the 
death in an inescapable arena uHth an omnipresent black hole. Throw in a few space 
beasties and an unsympathetic referee and what do you get? Microlllusions calls it 
EbonStar. 
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EaonscdR 

LEVEL 1 



t> SA 



Arch releases a drone in the four player 
mode of EbonStar. 



EbonStar is a refreshingly different space game. In fact, it's not only different from any 
other space game, it is different from any other Amiga game, period. The slick, truly 
original concept combines ancient gladiator ruthlessness with space age ramifications. 

The result is not only shoot 'em up fury, but a strategic 

campaign as well. 



Battling the Beasties 

EbonStar's premise is far from complex. As one of up to four 
warriors, you must defend yourself from attack by menacing 
drones who try to push your ship into a roving simulated 
black hole, the EbonStar. At the same time, you try to repel 
your enemies into the same hole. Your only weapran is a 
short burst of energy that temporarily repels oncoming 
attackers. If you aim your shots correctly and you can push 
your enemy near the omnipresent EbonStar... 
Whooooosshhhh! Down he goes... 



A host of enemy ships inexhaustibly seeks to destroy you 
and your opponents. Among these meanies are drones, the 
slowest and easiest to deposit in the EbonStar. Inflictors, 
Assassins, MagncPods, and Quarks are all faster than drones and more adept at 
repelling you into the EbonStar. And the two most deadly, the TesIaSphere and the 
Nemesis, can blast you into space dust with lethal energy zaps. 



Where do all these bad guys come from anyway? That's easy. A computerized referee, 
named Arch (no, his last name isn't Bunker), reigns over the competition and periodi- 
cally tosses enemies and obstacles into play. Also, Arch can occasionally surprise you 
by tossing out a weapon you can use against your attackers. You may be lucky enough 
to receive guided missiles, fireballs, or lightning bolts, which destroy anything within a 
certain range — eat your heart out, Rambo. 

Arch is a busy dude. As each round of the competition begins. Arch creates the 
EbonStar and maintains it throughout the match with an energy t>eam. To advance to 
the next level, you must destroy Arch and the EbonStar — no simple task! There is only 
one way to do it; you must make a calculated shot pierfertly aligned with Arch's 
maintenance beam. A stray shot may occasionally work, but to perform this 
marksman's coup, you need painstakingly careful timing, accuracy, and most impor- 
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tant, patience. By momentarily breaking 
this energy beam, both Arch and the 
EbonStar chaotically self-destruct. 



Hoiv iio you do it? 

You can maneuver your ship four ways. 
Two methods use a joystick with either 
relative or absolute movement. You can 
also use the familiar mouse. All options 
are similar, but none are as easy as using 
the keyboard. EbonStar is a true key- 
board game, but I'm sure many people 
will use joysticks or mice. Each player's 
movement can be controlled with just 
five well-positioned keys, and four 
players can simultaneously play off the 
keyboard! It may get a little crowded at 
times, but it's a lot of intimate fun if you 
play EbonStar with the right person. 

There are three ways to play EbonStar, 
The most obvious is a single or multi- 
player free-for-all where everyone attacks 
everything including opposing players. 
Success here is probably most difficult 
because you not only have to knock off 
drones and beasties, but you must fend 
off other players as well, 



ARKANOID, continued from page 29 

The Amiga version of Arkanoid is not 
only a faithful duplicate of the coin-op 
version as far as the game's features go, 
but also in the game's audio/visual 
aspects. To no Amiga fanatic's surprise, 
the graphics quality of the Amiga version 
equals the arcade version. The sound 
effects in the Amiga version are 
extremely close to, if not equal to, the 
coin-op version. The screen layout is 
different in the Amiga version, with the 
scores displayed on the right side instead 
of on top. 

The Amiga version also has some added 
features. You can pause the game or turn 
the sound effects off. You can also 
change the speed of the ball up to a 
pace fast enough to guarantee that the 
game ends in less than a minute. 

A very convenient feature of the Amiga 
version of Arkanoid is that you can 
choose your starting level from level one 
all the way up to level 20. (The game has 
32 different levels, plus the final "special" 



Team Play is a more effective way to 
play EbonStar. Team Play only works 
when four players are competing. By 
forming teams of t^vo, you have double 
shooting power for double potency 
against alien ships as -v/sW as against the 
opposing team. Perhaps the biggest 
advantage in Team Play is that your 
partner can cover for you while you are 
destroying Arch and the EbonStar. But 
beware your teammate! Only honor 
prevents him from pushing you into the 
hole and basking in the glory as a 
successful solo warrior! 

If you really despise the relentless attack 
of drones and any other vermin that Arch 
hurls at you, Tournament Play is for you. 
In Tournament Play, the only enemies 
you encounter are your opponents. Four 
players can battle it out, and Arch only 
tosses out special weapons which make 
a crucial difference in the game. 



The Wrap-up 

Overall, EbonStar is an original and 
intelligent game. Strategists can revel in 



level.) Note that this is not related to the 
coin-op option to play again, in which 
you start at the level in which your last 
Vaus died. That feature is also available 
in the Amiga version, which allows you 
to continuously start at the highest level 
you have previously attained, up to level 
32. You only get one shot at the special 
level however, and then you have to 
start over again from level 20 or lower. 

As for other attributes of the Amiga 
version of Arkanoid that merit mention, 
the game is naturally copy-protected. 
However, unlike certain Amiga games 
that torture your disk drive due to copy- 
protection, Arkanoid proteaion is very 
gentle on your disk drive. In fact, the 
game doesn't access the disk much at all 
during the boot-up sequence. The 
game's packaging is a pleasant addition, 
complete with a comic strip story about 
the background for the game. Discovery 
includes a coupon in the packaging that 
allows you to purchase a backup of your 
Arkanoid disk for $3.00. However, 



planning courses of action, while space 
junkies can appreciate the unique plot 
and angle. 

The graphics and sound in EbonStar are 
both above average (the opening music 
is rather appealing). The playability of 
the game is excellent; within minutes, a 
novice gamester should be able to 
master the simple controls. 

Don't be ashamed if you occasionally get 
sucked in due to poor maneuvering. The 
gravitational pull of the EbonStar is not 
easy to escape. And once you get the 
hang of the game, it's not easy to escape 
from your monitor, either. 

•AC- 



EbonStar 

by Microlilusions 

1 1408 Chatswonh Street ■ 

Granada Hills, CA 91344 

(800) 522-2041 or (818) 3&0-3715 



Discovery has not updated it's own disk 
copier program Marauder to be able to 
copy Arkanoid, a policy which has 
stirred some controversy on the networks 
(and I'm not going to get into that here). 

One final note for those who like to 
cheat at games: Discovery has told me 
there is a backdoor in Arkanoid that 
allows you to do almost anything you 
want. But they would not tell me what it 
is, so you will have to find it yourself. If 
you find out what the backdoor is, 
please attempt to contact me via this 
magazine or via People Link's Amiga 
Zone so it can be [jassed on to all Amiga 
users. In short, I can't find anything 
negative to say about Arkanoid. It is the 
closest port of an arcade game I have 
ever seen. I have never seen the game 
crash, and I don't worry about it wearing 
out my floppy drive. Unless you detest 
brick-and-paddle games, you probably 
will love it too. The only question I have 
left is, "When will we see Arkanoid 2???" 

•AC- 
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TrackMouse 



by Darryl Joyce 

Why use a track ball rather than the handy mouse that is supplied with your system? 
One reason might be to give some games more of an arcade feel. (A good example of 
a game that would benefit from this is Marble Madness.) Another reason might be that 
you want your input device to always stay in the same place; you can probably think 
of other reasons. 

There are at least two options if you 
want what 1 call a TrackMouse. 

One option is to buy one of the Wico 
track balls already converted to work 
like a mouse, It will cost you from S30 
lo $40. The other option is to convert 
an Atari Track Ball (ATB). The ATB, 
model number CX22, will work (in its 
joystick mode) without modification 
on the Amiga, provided you don't 
need or want proportional speed 
control or mouse compatibility. I made 
my TrackMouse from an ATB I found 
on sale at a KayBee toy store for $8. 
The total cost was under $15. 

Part 1 of this article describes how to 

open your ATB and remove the main 

circuit board. Part 2 describes what to 

look for on the board, and some initial changes. Part 3a describes an option that would 

be useful if you also want to use your TrackMouse as it originally worked. Part 3b 

describes how to finish the operation if you are going to be soldering. Part 4 is for 

those who would rather not solder, and Part 5 describes the finishing touches. 

You will probably have to spend at least $5 above the cost of the ATB (more if you do 
not have any tools for working on electronics). So before jumping in head-first, look 
over these parts and prices. 

Radio Shack part numbers & prices 

10' 9 wife cable 270-1 705 S4.99 






Optional 




Vinyl grommets 


64-3025 


$.99 


In, butt connectors 


64-3037 


$.99 


DPDT sv^itches 


275-626 . 


$2,19 


Type 2 WW tool 


276-1570 


S5.95 


White WW wire 


278-502 


S2.39 


Heat shrink tubing 


278-1627 


S1.59 


4" wire ties 


278-1632 


S1.59 



(conlirtued) 
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What you need wfll depend on the 
method you choose lo make the conver- 
sion. Be forewarned: this conversion will 
certainly void your ATB warranty. And, if 
you hook things up wrong, you might 
end up with some Amiga problems. You 
will not be making any changes to your 
Amiga, so there should not be any 
problem with its warranty. Now, 
assuming you still want to play doctor, 
let's see how lo make the conversion. 



Parti: Getting In 

First, turn your ATB upside down. There 
should be four phillips head screws near 
the four comers of the base. These 
screws hold the unit's top and bottom 
together. After you remove these, the 
unit is still held together by two gray 
posts in the top. They are held by 
friction In two hollow posts in the white 
base. Try to work the top and bottom 
apart gently. You should be able to rock 
the halves apart with your hands. If the 
posts are broken, it won't hurt the ATB, 
but the fit won't be quite as tight. 

If the unit is too tight, try slipping in a 
couple of screwdrivers or flat sticks 
between the top and bottom (start on the 
center sides near the buttons). Work one 
of these levers towards the center of the 
top (nearest the ball) and the other 
towards the center of the bottom. At this 
point, you should be able to slowly pry 
the unit open. Just don't stick anything in 
more than about half an inch, since there 
are quite a few more important parts that 
could be broken (such as the motion 
detection wheels). Also, keep the tools 
out of the top left (between the left 
button and where the cable comes out). 
The wires from the cable and one of the 
wheels are in this area. 

Once the ATB is open, you can set the 
top aside. Next, remove the ball and the 
motion deteaion parts (the rod, bearings, 
and perforated wheels). Set all this aside 
too. Now, you should see one large 
circuit board and two small ones. The 
small ones are the switches for the 
buttons. The large one converts the ball's 
movement into mouse movements (at 
least it will when you are Finished). 



Loft Butlon Pad 

tS) Back 



Figura 1 • Top viaw of CX22 asiombly. 
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To remove the large circuit board, first 
disconnect the header connector. It 
should be a blue connector with six pins. 
There are seven wires connected lo it 
(two black wires are in the right pin), A 
small flat blade screw driver or knife can 
be slipped t>etween the rust colored clip 
on the header and the blue header 
connector (the clip is toward the edge of 
the circuit board). While gently holding 
the rust clip away from the blue connec- 
tor, pull the connector off the board's 
header. 



Once the header is loose, there are iwo 
more phillips screws and two plastic 
clips holding the board to the 
base. These screws are on the 
upper left and lower right 
corners of the board. One clip 
is below where the ball rests, 
and the other is in the bottom 
left comer. Remove the screws 
first. Then, work the board out 
from under the clips (try the 
lower left clip first). 



A hobby knife works well for this 

operation, but a single edge razor blade 
can also be used. Make a cui on each 
trace so you can see the txDard where the 
cut was made. This should ensure that 
the circuits are broken. 

The one piece of hardware you will 
probably have to buy is a new cable and 
connector. The one that comes with the 
unit has only seven wires. You will need 
a cable with eight lines connected to a 
nine pin D-type conneaor. The easiest 
way to get this \s to buy a ten foot 
joystick extension cable (which has all 
nine wires connected). The male 



Figure 2 - Bottom view of CX22 assembly. 



Coofwct j^mpefi between ttie 
d correspcndhg points of ttie 
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chip. 



♦-DCBA 



Part 2: The Cut 

Now that the board is out, it is 
lime to start making changes. 
There are four traces that must 
be cut on the main board. Two 
of these are on top (Figure 1); 
the other two are on the 
underside (Figure 2). 




M 



Amazing Computing V3. 8 ©1988 



connccior will not be used, but you may 
want to cut the cable in half and save the 
male connector for other projects. 

Cable Color Chart 



Colors found on 


RS (270-1 705) 


cable and the 


corresponding 


pin numbers. 


(1) White 


(2) Blue 


(3) Green 


(4) Brown 


(5) Yellow 


(6) Orange 


(7) Red 


(8) Black 


(9) Grey 



The cable color chart should help in 
identifying which pins on the connector 
are connected to which color wires. But, 
check to make sure your cable matches 
the chart before beginning. Also, be sure 
the wire colors in your ATB match the 
original wire colors. You should note any 
differences before beginning. There are 
at least two color schemes used in the 
Radio Shack cable! 

Cut the original cable off the ATB, 
making sure to leave wires long enough 
lo work with at the header, Try to cut all 
the wires about two inches from where 
ihey go into the original main cable. 
That will make it easier to salvage the 
old ATB cable as a possible joystick 
replacement cable, A vinyl grommet can 
be used to heip hold the new cable in 
place and to keep things looking neat. If 
you put a ■wire wrap tie on the cable 
(suggested), do not tighten it too much. 
The cable's position will need to be 
adjusted after it is connected to the old 
header wires. 

Now, find the 339 quad comparator chip. 
It should be on the lower right side of 
the board (Figure 1). Next, skip to part 
3a, 3b, or A, depending on the method 
you want to use to complete the project. 



Part 5«.' Your Choice 

Skip to Part 3b if you are only going to 
use the TrackMouse as a mouse on your 
Amiga. Read on to see how to also use 
the TrackMouse as it originally works. 
However, some soldering must be done 
to make the following modification. 

There are five wiring differences 
between the original track ball and the 
TrackMouse. The best way to switch 
between track ball and TrackMouse 
mode would be a five-pole, two-position 
switch. But, since that may not be easy 
lo find, another method can be used. 
You can get away with using two double 
pole/double throw switches if you don't 
mind losing the use of the right button as 
a second fire button. The switches can 
be mounted on the right and inside of 
the base. Either cut or melt holes where 
you want to mount the switches. The 
handles should stick out at a right angle 
to the built-in switch on the opposite 
side. Follow the diagram in Figure 3- 

Figure 3 - Toggle Switch Wiring Diagram 



to chip pin 1. If you are not certain of 
the pin numbers, see Figure 2. There are 
capital letters at the chip and header 
indicating which chip pin connects to 
which header pin (see Header Pin 
Chart). Skip to Part 5 when you finish. 

Header Pin Functions 



A 


Verticol Quadrongle 


B 


Horizontal Quofrongle 


C 


Vertical 


D 


Horizontai 


E 


+5 volts 


F 


Ground 



Sv/itch 1 




Switch 2 




Trace CO 


Optional 
Toggle 
SwiJches 


Trace (B) 




< 




Header (C) 


Header CB) 




1 
1 




IC(C) 

I 1 

ICCA) 


IC(B) 


> 1 


• < 
ICCD) 




Header (A) 


Header (D) 






Trace (A) 


Trace CD) 





Part 4: Wire Wrapping 

A wire wrapping tool can be used to 
make connections from the header pwsts 
to the chip pins. There are two basic 
styles of manual tools. They both work 
about the same. I have one of the Type 1 
tool (one end of it is used for unwrap- 
ping). The Type 2 tool can be found at 
Radio Shack. I am not sure about 
unwrapping with the Type 2 tool, but the 
method to wrap is the same for 
both tools. Also, it is possible lo 
unwrap a connection if you do 
it carefully. You may want to 
practice on a pin or paper clip if 
you are new to wire wrapping. 

You should have at least three 
turns of wire on a post to make 
sure the connection will last. 



Part ib: Soldering 

Skip to Part A if you prefer to wire wrap, 
But this is really the easiest way to go. If 
you are new to soldering, make sure you 
practice first on something you don't 
care about! Also, you may want to 
remove the 339 quad comparator chip 
while soldering the connections to its 
socket. 

Look at the bottom of the main board 
(Figure 2). Cbnnect A wires between the 
header and the 339 quad comparator 
chip as shown. Header pin (A) should go 
to chip pin 14. Header pin (B) should go 
to chip pin 2. Header pin (C) should go 
to chip pin 13. Header pin (D) should go 



Be careful when wrapping the 
legs of the chip! They are easy 
to twist. Hold the unstripped 
part of wire against the body of 
the chip wrapping. Also, try to make the 
wrap as close as possible to the base of 
the chip, since the chip has to fit in its 
socket tightly. 



Part 5: Finish and Close 

Connect the new cable to the old wires 
coming off the header (see Cable 
Conversion Chart and Cable Color Chart), 
First, use solder or insulated butt 
connectors lo attach the header connec- 
tor to the cable. 

Be careful of the colors, since they don't 
all match the original wire colors. The 

(continued) 
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CabI 


B Conversion 


Char 




Pin reference letters 


Original colors 


Pin out for new cable 


for rieder 


on heodef 


(See Cabte Color Chort) 


A 


Green 




C3) 


B 


Brown 




(4) 


C 


White 




(1) 


D 


Blue 




(2) 


E 


Orange 




m 


F 


Black 




(8) 



colors and numbers on the button 
switches are only for the new cable. The 
black button wires will already be 
correct. Connect the red buiion wires to 
the new cable's wires as indicated 
(orange on left and yellow on right). 
The gray wire (pin 9) is not needed, but 
you can connect it lo one of the buttons 
(only one — using either the orange or 
yellow wire) if you do not want it left 
loose. 

If you do solder the connections, try 
using heat shrink tubing to cover ihem. It 
is neater and easier lo work with than 
eleclricai tape. Cut the tubing just a little 
longer than the exposed wire length, 
since il will shrink a little in length when 



healed. Remember to slip a 
piece of tubing over one of 
each pair of wires before 
soldering them together. Meat 
the tubing unlil it slops 
shrinking. 



It is possible just to twist the 
wires together if you are using 
heat shrink tubing. If you do, make sure 
to provide for strain relief with a wire tic 
and vinyl grommet. 

Double check your connections and 
lighten the wire tie when you find out 
how much covered cable you need in 
the box (about an inch should be 
sulficienl). If a grommei was used, its 
center should slip in the cut-out from the 
old cable already in the base. The wire 
tie goes behind the grommet (inside the 
box) to hold il in place. If the wire lie 
alone is used, be sure it's inside the box. 

Put the main board back in and replace 
the two screws. Connect the header 
connector to the header 4he connector 




will probably not go down far enough to 
be clipped if you used the wire wrap 
method). Put the moving parts back in 
the box. Then try using the TrackMouse 
just as you would your mouse. You may 
want to leave the lop off when you do 
this. Also, make sure you have routed all 
the wires where they will not be rubbed 
by the moving parts. When you are 
satisfied il works, put the top on and 
replace the four screws. 

You should now have a working 
addition to your input devices. There are 
other options you may want to add. For 
instance, you can add another set of 
buttons parallel to the normal buttons — 
on opposite sides. That way you would 
have access to both mouse buttons with 
either hand while using ihe ball. 

You could also add a switch for the right 
fire button if you made the unit switch- 
able between TrackMouse mode and 
Atari mode. If you write any of your own 
software, you could add a third button 
and hook it to the gray wire and ground 
(black wire). 

•AC- 






The internal sound capabilities of the Amiga are better than 
that of any other personal computer. These capabilities mean 
nothing though, without quality digital sounds, which up till 
now have been scarce. Sound Oasis gives Amiga owners 
access to a large library of studio-tested digital samples, by 
using the Amiga's built in disk drive to read disks made for 
the Mirage Digital Sampling Keyboard. Sounds can then be 
played from a MIDI keyboard, the computer keyboard, or 

saved as an IFF standard file. Mirage is a trademark of Ensoniq Inc. 

Transform your Amiga into a professional-quality drum 
machine with this software package. Easier to use than 
hardware-based drum machines because everything is 
displayed graphically on screen. Enter drum patterns quickly 
and easily in real time with visual feedback and editing. Create 
realistic drum tracks with any of Ihe 100 drum and percussion 
samples that are included or use your own unique IFF one- 
shot samples. Dynamic Drums also has full MIDI 
implementation and even becomes velocity sensitive when 
triggered from a MIDI keyboard. 

A powerful MIDI sequencer that lakes full advantage of the 
Amiga's sound, graphics, and sophisticated user-interface. 
Dynamic Studio is perfect for professional applications due 
to its sophisticated editing capabilities and SMPTE support. 
It is also Ideal for home studios, because in addition to 
sequencing MIDI instruments. Dynamic Studio has a built-in 
drum machine, and the ability to playback instruments 
translated with Sound Oasis. 
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Amiga Interface for Blind Users: 

An Adventure in Practical Programming 



by Corl W. MQnn^*^M^%iw;?»is?^s,^M»s*^»:w;» 



There are lots of things one can do with 
an Amiga. It isn't often that a personal 
compuier promises lo Of>cn up the world 
to an entirely new class of potential 
users. As you read this, though, please 
be advised: at this very moment, the 
Amiga is on that brink. 

The "new market" the Amiga is on the 
verge of opening is actually an extremely 
old one: the blind and sight-impaired. 
Although numerous attempts have 
already been made to bring various 
computers to blind and other special- 
needs users, only limited success has 
been achieved to date. This is due in 
large pan to the following factors: 

1) The machines used Co dale have been 
single-lasking 8-bil systems. 

2) Applications therefore must be "hard- 
coded" and tend to be quite in/kxible. 

3) 'Iheir 5.25" disks are subpct to instant 
destruction through human contact. 

4) They are costly and difficult for the 
end user to maintain. 

5) They require extensive hardware 
modifications before becoming at all 
useful. 

6) The actual application programs that 
are available tend to be severely limited 
in selection, scope, and performance. 
These include both application programs 
and (to an almost total extent) program- 
ming tools and system utilities. 

The Amiga 500 hardware alone over- 
comes all but the last of the above 
problems, lis 3.5" floppy disks cannot be 



inserted backwards or sideways. The 
metal shutter insures that even the 
clumsiest stray thumb cannot damage the 
medium. The Amiga's built-in speech 
synthesizer outperforms dedicated units 
that sell for ten times the price. Its 
powerful 16/32-bit design and fast, 
multitasking operating system pave the 
way for extensive vertical development. 
Its unitized design and full-size keyboard 
arc also real bonuses here. 

So how docs one design a useful inter- 
face for a blind user? Frankly, it takes 
some doing on any compuier. The 
Amiga is no exception. Its multitasking 
ability enables one to conjure up results 
greater than the sum of the parts. (Did 
you know that the Amiga is dimension- 
ally transcendent? It really IS bigger 
inside than outside!) Bui it's still up lo 
the developer to pick the winning com- 
bination. And in a few important ways, 
ihe machine is merely, ahh, different. 

Although the Amiga is by far the best 
huiik of hardware ever adapted for the 
purpose, adaptation is still the first order 
of business for the special-needs Amiga 
developer. Numerous small details of the 
machine's operation must be accounted 
for and dealt with in ways which are 
unusual to a sighted programmer. All 
that wild-eyed talk about 4096 colors and 
ovcrscanning HAM, SuperBitMap, 
scrolling, animated video graphics 
displays suddenly becomes as relevant to 
the problem at hand as a bicycle lo a 
newborn fish. These things are useless lo 
a blind person! On the other hand, I just 
don't worry about conserving "chip" 
memory anymore. Ol' Fat Agnus could 
hide in her closet until a hot place 
freezes over, for all I care on this project. 



A number of rather large obstacles had 
to be overcome before the machine 
became usable. These can be divided 
into two broad categories: the initial 
development environment and the final 
end-user applications. 



Applications anil Development Tools: 
Ah Essential Adventure 

You can't build a talking computer sys- 
tem without tools. But a blind developer 
can't have the right tools until the 
machine can talk. It's a nasty dilemma. I 
faced it head-on for hours after my 
partner David brought his Amiga home. 

It's my fault, really, that we're involved in 
this project. You see, I talked David into 
buying an Amiga in the first place. We 
met at a Boston community gathering — 
one of those wonderful all-are-welcome 
affairs where anybody at all can drop by 
and share work, pretzels, and conversa- 
tion. We had been introduced and talked 
for almost twenty minutes before I 
realized that he was totally blind. 

David mentioned that he was shopping 
for a p>crsonal computer with speech 
capabilities, and I strongly (and foolishly) 
recommended the Amiga. My recommen- 
dation was based on the three months or 
so of experience that I had with my own 
AlOOO. I had no idea what I was gelling 
us into, We found out soon enough. 
David bought his AlOOO that weekend. 
Then we had lo make the beast speak! 

We discovered in short order that the 
existing commercial Amiga talking 
software packages were toys. Most 
packages were games, with sp>eech 
thrown in as a gimmick to keep the 

(continued) 
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kiddies enlhralled for an extra hour or 
two before demanding something fresh. 
Racter wore ihin in about two weeks. 
Neither of the "serious" commercial 
packages (Talker by Finally! Software 
and A-Talk by Felsina) completely 
addressed the real needs of the average 
blind user. (Felsina, to their eternal credit, 
promptly corrected major goofs David 
discovered in A-Talk's speech functions.) 

So here arc two disappointed people, 
one of whom has spent a large amount 
of cash for a talking computer for which 
no useful talking software exists. The 
other has just talked the first one into 
spending the cash. Both of us are darn 
near broke. We're both out of work. So 
wc did something completely different. 

Some folks might say wc did the foolish 
thing. 1 don't know. Time will tell. We 
donned our Peril-Sensitive Sunglasses 
and declared ourselves in the business of 
developing a completely practical, 
mouse-free Amiga work environment for 
blind computer users. Then we got busy. 

We spent two solid months evaluating 
the inadequacies of the products we had 
bought. We shopped desperately for the 
tools with which to build a viable 
solution. We had the vague idea that the 
job could be done with macros. But no 
macro package could be found that had 
both CLI and Intuition capabilities. 

Then Meridian Software's ZingiKeys hit 
the market. Now, I don't often enter 
nirvana via the merits of a new computer 
program, but this was decidedly dilTer- 
ent. As it turns out. Meridian's Jerry 
Farmer had a friend years ago who 
happened to be blind. Jerry hadn't seen 
his friend in years, but the experience 
must have left a lasting impression. His 
ZingSKeys can turn the most complex 
Amiga operations into a two-keystroke 
piece of cake. The most bizarre concate- 
nations of mouse, CLI, and heretofore 
undefined keyboard maneuvers are 
child's play to ZinglKeys. The early 
release had a couple of glitches, which 
Mr. Farmer promptly fixed, The current 
release is quite stable and reliable. 



It took about three weeks of sol id work 
to complete an alpha prototype of a 
working interface for A-Talk. David and I 
both spent big money on telephone 
calls. Wc had to work closely together. I 
had to learn experience the world quite 
literally as David experiences it in order 
to know how to proceed. 

You know what? There's really only one 
way to develop anything for a blind 
person. You have to let yourself become 
one for a while, at least in some signifi- 
cant part of your mind. It's the only way 
you'll ever understand the issues clearly. 

Now, I've seen some incredible tilings 
from time to time, Bui I'll never forget 
the look on the face of David's mother 
when she first walked into the room to 
find her son adjusting his new 
computer's communication parameters 
totally unassisted — and me standing 
there, swinging the mouse plug on its 
disconncaed cord and grinning (and 
otherwise looking) like Zippy tlic 
Pinheadi That moment alone was woiTh 
everything that went before. 



And Onward... 

So a sighted p>erson can overcome innate 
personal deficiencies and learn to 
develop software for a blind person. Ho 
hum. I'm a writer, not a programmer. I 
have no formal training in computer 
science at all — just a healthy respect for 
what works and for the people who 
make things happen right. But David has 
a degree in computer science, and the 
life experience to qualify him completely 
for the development work. Me, I'm best 
at ringing bells and making appoint- 
ments. Thus are partnerships born, no? 

David's presentation tells the rest of the 
story. He has taken over the develop- 
ment of the Freedom Machine's talking 
word processor, text editor, database, 
and spreadsheet. I'm building the 
necessary development tools (including 
LOTS of ZinglKeys macros) as required. 
Our software manuals now use Amiga 
speech on floppy disks. Touch a key and 
lean back— Amiga docs the rest. We start 



recording the "live" versions of the 
manuals as soon as my Significant Other 
finishes a computerized English literacy 
project he's currently working on. 

The list of contributors is large and 
growing. It includes Jerry Farmer of 
Meridian Software, Marco Pappa of 
Felsina Software, Opher D. Kahanc (for 
his Shareware talking text reader 
program, PrinTcxt), Perry Kivolowitz of 
ASDG for FACCII (the floppy cache 
program) and Charles Heath of MicroS- 
miths for donating a beta release of TxEd 
Plus, a truly wonderful Amiga ED replace- 
ment. The text engine which promises to 
become the Inspired Interfaces Talking 
Word Processor, Talking Database, and 
possibly even the Talking Spreadsheet is 
itself a Shareware product of Rick Stiles. 
It's called UEdil. And to Fred Fish, whose 
Amiga library series repeatedly seeds this 
project so generously. And everybody 
else, too. Thank you! 

There are sltll a few missing pieces to the 
puzzle that is this project. The most 
glaring item is the Amiga speech imple- 
mentation itself Has anyone out there 
written a replacement "say" which says 
everything without exception? If not, 
would you consider doing it on a chance 
or a dare? And could you make it a 
logically addressable device, maybe? 
There's fame and (if you want it) even a 
little mammon in it for you once we get 
this baby to market. Please get in touch. 

Other items on our Freedom Machine 
shopping list include a way to switch the 
pronunciation of punctuation and 
diacritical marks on and off at will. It 
doesn't matter how. Any old way will do. 
A multitasking "control panel" program 
which overrides an application's existing 
default speech parameters is also 
needed. Can you help? Please call! We 
want to finish this job! 

Are you or do you know a blind or 
visually impaired person who needs or 
wishes to use a computer? Please contact 
us care of Amazing Computing. We may 
be able to help each other. 

•AC- 
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The State of the SUicon Art for the Blind: A Report From Them That's Doin' 



By David L. Hunt 



The Vision 

We have designed and prototyped a 
complete Amiga software access system 
especially for use by the blind and the 
visually impaired. This prototype is the 
first step toward fulfilling some basic 
requirements we feel should be met by 
all such systems. These requirements 
include the following: 

First, the system should be easy for the 
user to install and use. All cables and 
connection points must be appropriately 
marked, I'he installation process should 
be documented in the best way possible 
to prevent user error. This includes 
insUTJctions both on tape and in Braille, 
to accommodate a wide range of user 
proficiencies. A sight-readable, printed 
"backup" copy of all instructions is also 
necessary as a last resort document. 

A full complement of completely 
accessible application software packages 
should be provided with the machine. 
The user interface should be standard- 
ized across the entire range of applica- 
tion packages. Interface operations 
should require the minimum possible 
number of key strokes. There must be no 
exotic command language to memorize. 
A comprehensive on-line help facility 
and full access to alt menus must exist. 
As with installation instructions, all 
software manuals must be provided on 
cassette, in printed form, and in Braille. 

The user interface must provide for full 
speech control. The user must be able to 
control the speaking of punctuation 
symbols, spelling, and so on. It is also 
helpful to be able to adjust word rate, 
sampling rate, voice gender, and pitch. 



The Prototype 

We call our prototype system the Amiga 
Freedom Machine. The Freedom 
Machine approaches the requirements 
listed above for such a complete 
package. It is based on the inexpensive 
and fxjwerful Amiga 500 personal 



computer, The complete package 
includes the Amiga 500, internal memory 
expansion, an external disk drive, and 
(optionally) a low-cost monochrome 
monitor. Several talking application 
programs are included as well. The first 
release includes talking terminal, word 
processor and text editor packages. 

We plan for text output both in printed 
characters and Braille G>evet 1 and Level 
2) through an inexpensive, optional 
daisywhcel printer, (If Braille output is 
not desired, any printer supported by 
Preferences may be used.) In addition, 
we are developing Braille and cassette 
copies of all Freedom Machine documen- 
tation. No formal training in computer 
science is required of the user for 
ordinary use. 

Thus far, we have completed and 
extensively tested the terminal program, 
The package is based on Felsina 
Software's generally excellent product, A- 
Tatk, Although this program was 
originally designed for a knowledgeable 
and computer-literate blind person, we 
have radically modified the front-end 
user interface to fit the requirements of 
an inexperienced blind user. Here's why; 

In its original state, it is impossible for a 
blind person to use A-talk without 
assistance. Although generally designed 
with a blind user in mind, A-Talk (like 
most other talking Amiga programs to 
date) still uses the Amiga's mouse-driven 
and intensely visual Intuition interface. 
However, since A-Talk was the closest 
thing to what is really needed of all the 
terminal programs available on the 
Amiga, we decided to develop solutions 
to its shortcomings. 



Developing the Interface 

We found Meridian Software's ZinglKeys, 
an extremely powerful and comprehen- 
sive Amiga keyboard and mouse macro 
utility, to be the answer to our interface 
needs. Through ZinglKeys macros, we 



finally developed a complete Amiga 
application access system. We now have 
total keyboard access to all A-Talk 
menus and submenus. We also have 
comprehensive talking on-line help and 
directory listing functions. Full speech 
control (to the best of A-Talk's somewhat 
limited abilities) is mapped into the 
Amiga numeric keypad, along with the 
directory and file manipulation fianaions. 
Macros for copying, deleting, and 
renaming Files are all included. System 
requesters are also handled through the 
keypad. 

All A-Talk pull -down menus are entered 
by holding the control key and pressing 
its corresponding function key. While 
holding the control key, the user can 
move up and down the activated menu 
by tapping the corresponding arrow key, 
A submenu is entered by using the right 
arrow. The left arrow is used to exit the 
submenu. Items may be seleaed singly 
or in combinations, reflecting standard 
Amiga practice, Amiga/all keystrokes 
replace mouse clicks during menu 
selection, allowing items to be selected 
from multiple menus with ease. Every 
feature the program offers is thus 
brought to the operator's fingertips. 

The talking on-line help feature provides 
indices to the pull-down menus, native 
program functions, the direaory facility 
and other vital system functions. The top 
level is entered by pressing the help key. 
This help file is a guide to the rest of the 
help system. Individual help Files are in- 
voked in a manner that closely resembles 
the function for which help is desired. 

The help files may be accessed at any 
time except while one is inside the menu 
structure. The automatic direaory system 
can provide a spoken listing of either 
disk drive's root direaory alone or it can 
include listings of all subdirectories. We 
have also provided numerous other 
directory options. A full explanation of 
the direaory system is found in the help 

index. 

(continued) 
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The Evaluation 

I believe this interface scheme is easy to 
learn and use. Braille reference cards and 
keyboard templates will make learning 
the system even easier. But most 
important, it gives the user total free- 
dom!! I have been using the terminal 
program for several months and really 
enjoy it. Though I found the interface 
strange at first, I mastered it in minutes, I 
was able to adjust all terminal sellings 
without any sighted assistance at all. I 
hope that users with no prior experience 
on other speech synthesizer systems find 
this product as friendly as 1 do. Our beta 
testers should be such users. 

Right now, the Freedom Machine 
prototype still falls slightly short of our 
ultimate objective. For instance, the 
speech control provided by the terminal 
package (as mentioned before) is not 
really complete. While it allows the user 
to choose whether ceilain punctuation 
marks are to be pronounced or ignored, 
for example, speed control is not 



available. Also, it would be very good for 
the speech output mode changes to take 
effea immediately. Since A-ialk is 
Fclsina's product, we must await an 
upgrade frorn the author (who has 
always been helpful) for this feature to 
appear. We are now developing a truly 
useful word processor based on Rick 
Stiles' programmable shareware text 
engine, UEDIT. 

•AC* 

Products Used in Development,- 

A-Talk 

Felsina Software 
3175 So. Hoover St. 
Los Angeles, CA 90007 

Mouse-Free A-Talk Macro Kit 
Mouse-Free PrinText Macro Kit 
Inspired Interfaces 
30 Warren Avenue 
Amesbury, MA 01913 
(508) 388-3736 



PrinText Talking Text Reader 

Opher D. Kahanc 
3832 Howard Avenue 
Los Alamitos, CA 90720 

TxEd Plus Text Editor 

MicroSmiths 

Box 561 

Cambridge, MA (i21'S0 

(617) 354-1224 

UEdit Text Engine 

Rick Stiles 

Box 666 

102 LaRue Court 

Washington, IN 47501 

(812) 254-4986 

ZingiKeys 
Meridian Software 
9361 W. Brittany Ave. 
Litilcton, CO 80123 
C303) 979-4140 



ADD TO THE POWER OF YOUR PROGRAMS WHILE YOU SAVE TIME AND MONEY! 



CBTREE does it all! Your best value in a B+tree source! 

Save programming time and etforl. 

You can develop exciting file access programs quickJy and easily Ijecause 

CBTREE provides a simple but powerful program interface to all Bttree 

operations. Every aspect of CBTREE is covered tfiorougtily in the 70 page 

LIsers Manu al witti complete exam pies . Sample programs are provided on 

disk. 



Gain flexibility Irv designing yourappticallons. 

CBTREE lets you use multiple i(eys, variable key lengths, concatenated 
keys, and any data record size and record lenglti. You can customize the 
B+tree parameters using utilities provided. 



Access any record or group of records by: 

• Get first 

■ Get previous 

• Get less than 

■ Get greater than 

• Get sequential block 
■Get all partial matches 

• Insert key and record 

• Delete key and record 

• Change record location 



■ Get last 

• Get next 

■ Get less tfian or equal 

■ Get greater than or equal 

• Get partial key match 

■ Get all keys and locations 

■ Insert key 

■ Delete key 



Your prog rams will be using Iha most efficient searching techniques. 

CBTREE provides th9 fastest keyed file access performance, 
with multiple indexes in a single file and crash recovery utilities. 
CBTREE is a full function implementalion of Ihe industry 
standard B+tree access method and is proven in applications 
since 1984. 



Increase your implementallon productivity, 

CBTREE is over 6,000 lines of tghtfy wriRen. commented C source code. 
The driver module is only 20K and links into your programs. 




osacocm svsjems. nc 



Port your applications to other machine environments. 

The C source !»de that you receive can be compiled on all popular C 
compilers for Ihe IBM PC and also under Unix, Xenix, and AmigaDos! No 
royalties on your applications that use CBTREE. CBTREE supports multi- 
user and network applications. 

CBTREE IS TROUBLE-FREE. BUT IF YOU NEED HELP WE PROVIDE FREE PHONE SUPPORT. 

ONE CALL GETS YOU THE ANSWER TO ANY QUESTION! 

CBTREE compares lavorably with other software selling at 2,3 and 4 times our price. 

Sold on unconditional money-back guarantee. 

YOU PAY ONLY $99.00 -A MONEY-SAVING PRICE! '^'*" Variable length records. 

TO ORDER OR FOR ADDITIONAL INFORMATION 

CALL (800) 346-8038 or (703) 847-1 743 

OR WRITE 



Peacock Systems, Inc., 2108-C Gallows Road, Vienna, VA 22180 ^^ 
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REVIEWS 



Deluxe Productions 



A user's perspective 



by Harv Laser 



Video Wizardry Brought Home 

Television professionals, those highly paid video wizards perched in glass booths in 
front of millions of dollars of sophisticated video gear, make it look so easy. Flip ori 
your set anytime and you can see stunning chrome or glass titles glinting across shim- 
mering images which swoop down onto impossible landscapes of geometric designs. 
Turn on your local news and watch as the me- 
teorologist stands before a map embellished ; 
with moving clouds, smiling suns, and radar 
projections of looming bad weather. 



DELUXE 



If you have cable, you're familiar with local 
video productions — simple scrolling billboards 
of ufx:oming programming, names and titles 
flashed across the screen during a city council 
meeting or sporting event, and, of course, 
constant advertising. Some is polished, some is 
terribly amateurish, but it's always geared to 
grab and hold your attention during the brief 
thirty seconds sellers have to slam home sales 
pleas. 



Some of this video wizardry has come home to 

the Amiga, The really sf>ectacular effects, like 

3D-flying network logos, require more sheer 

processing power and video resolution than 

the Amiga can currently handle (save your 

pennies and buy a Pixar IIO. With the right software and a lot of experimentation and 

praaice, though, we can create video presentations for the Amiga as good as any you 

might see on a local cable channel. 




During a recent vacation, 1 stayed in a hotel which piped a closed-circuit channel into 
the guest rooms to plug its shows and restaurants. All titling and moving graphfcs on 
that channel were created with an Amiga and various paint and animation software. 
The graphics were then output to a VIIS tape deck, just like one you might have at 
home. For that kind of use, the Amiga's high-resolution mode is just fine, 



A Powerful New Resource For Video Creation 

Deluxe Productions from Elearonic Arts enables you to create just that kind of 
production. This is a very powerful and complicated piece of software which can 
deliver smooth, artistic results. With Deluxe Productions, you can design multi- 
screened presentations with many eye-catching transitions between segments, and use 
animated objects and flying titles to spice up youf show. If you're lucky enough to 
own genlock equipment, your productions can be laid over live video. All this flexibil- 
ity comes at a comparatively high price and has some rather rigid hardware require- 
ments. 



(continued) 
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Before you consider purchasing Deluxe 

ProducUons, you should he aware of ils 
limitations as well as its capabilllies... 

Deluxe Productions operates only in the 
Amiga's "High Resolution" mode. Its user 
interface is hi-res and all productions you 
create are hi-res. You cannot use any 
other resolution pictures or brushes. 
HAM mode pictures are definitely out. 
Your own artwork must be converted to 
hi-res before Deluxe Productions can 
accept it. For this reason, you should 
have Deluxe Paint II, so you can create 
new screens and brushes and use fonts 
for creating titles in hi-res. Keep in mind, 
though, that Deluxe Paint II cannot 



Because of the "double-buffering" 
techniques it uses, Deluxe Productions 
exhausts just about every available byte 
of the Amiga's CHIP ElAM. As of this 
writing, every Amiga ever made has a 
limit of only 512K of CHIP RAM built 
into the machines' hardware architecture. 
A500 and A2000 owners may soon be 
able to purchase new custom graphics 
chips which let you expand your CHIP 
RAM limits to one megabyte and possibly 
beyond. AlOOO owners would have 
difficulty doing this since the AlOOO was 
designed to accommodate only 51 2K of 
CI IIP RAM. There are simply not enough 
address lines on the motherboard to 
handle more. Commodore has not 
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handle HAM mode pictures either, so if 
you have HAM images you want to use 
in a production, you need a program 
such as PIXmate or Butcher-2 to convert 
them. Deluxe Productions has no built-in 
painting or text-handling capabilities. All 
artwork must be created with other 
software. 

The hi-res mode provides the sharpest 
and cleanest picture, but at the expense 
of much memory. Deluxe Productions 
absolutely requires a minimum of one 
megabyte of RAM. The program simply 
does not work with less; it won't even 
load. 

42 Amazing Computing V3. 8 ©1S88 



announced plans to support additional 
CHIP RAM on the Amiga 1000, but don't 
despair — third party vendors are rumored 
to be working on ways to give 1000 
owners the same enhanced graphics 
capability as A500 and A2000 owners 
have at their disposal. With about 
150,000 AlOOO's out there, the market 
will be ignored. 

Deluxe Productions does multitask, but 
in a very limited way. There are tricks to 
gel other programs running in the 
background, but they must be loaded 



first, and they must not open any 
Intuition windows. Intuition windows 
would deplete the CHIP RAM pool that 
Deluxe Productions demands when it 
starts up. Booting Deluxe Productions' 
main disk (which, thanks to Electronic 
Arts' new policy, is not copy protected in 
any way) ensures that the program loads. 

f you want to mount your hard drive so 
you have access to its files, or you want 
to use a mouse accelerator, recoverable 
RAM disk, or disk-buffering program like 
FACC, you have to modify Deluxe 
Productions's startup sequence and add 
your program files to the disk. Even 
then, be careful how many other 
programs you try to cram into memory 
before Deluxe Productions loads. The 
program is very finicky about this. If it 
doesn't load because of insufficient CHIP 
R-\M, GURU-like Hashing red alert tells 
you so. (Alerts use less CHIP RAM than 
requesters or windows). You're not told 
how much more RAM is needed, only 
that you don't have enough. Retxxjling is 
often necessary, since removing other 
programs might not get rid of the alert 

Once the program is loaded, you can't 
leave Deluxe Productions' environment 
without quilling the program. Trying to 
flip screens or pull them down to reveal 
underlying screens has no effect, since 
Deluxe Productions closes the Work- 
bench when running. Depending on 
your memory limits, you can load 
Deluxe Productions completely, or, using 
a built-in "overlay" trick, you can load 
only pan of the main program into 
memory. This trick gives you more 
memory to work with, but causes more 
disk access when the program needs to 
fetch another "pan of itself from disk. 

Deluxe Productions can be mounted on 
a hard drive, and an accessory program 
moves all necessary files. The 150-page 
ring-bound manual explains all this quite 
nicely and includes warnings about 
insufficient RAM. 



The Storyboard Approach 

Have you ever seen old Walt Disney 
television shows where you got a 
glimpse behind the scenes at the 



conception and planning meetings for a 

new animated cartoon feature? Artists 
laid out quick sketches of backgrounds, 
characters, and plot development, then 
pinned them to a wall like a giant comic 
book, The producer then had a visual 
outline of the final work. This is the 
storyboard technique Deluxe Productions 
uses to piece together your presentation. 

When creating your presentation with 
Deluxe Productions, you work in an 
interface of many levels of "boxes" 
which describe the action and controls 
(see figure one). At the lop level, boxes 
represent up to twelve scenes p)er pro- 
duction. Each scene can contain one 
background picture and up to five 
"clips." Each clip can hold one object (an 
IFF "brush" file), and a path for that 
object. An object may travel into, around, 
and off the screen on its path which can 
have up to 10 "points" describing the 
direction of movement. Other windows 
let you change an object's speed and 
direction down to single pixel accuracy. 

Gadgets allow you to use 40 different 
wipes between screens, change the 
speed of events, add color cycling, and 
fine-tune ail liming. The wipes are the 
usual fades, spirals, Venetian blinds, 
random squares, and vertical and 
horizontal pushes and pulls. 

You build up your production by 
constructing scenes one at a time. You're 
free to change scene order through 
Deluxe Productions' "clipboard." The 
clipboard is a temporary holding bin that 
lets you cut and paste whole clips or 
scenes, duplicate or delete ihem, and 
move them around quickly. 

While assembling your creation, you can 
view the entire production at any time, 
lake a look at a range of scenes, or even 
check out one scene or clip. You can 
play your productions forward or 
backward and pause at any point. This 
feature lets you fine-tune individual 
portions of your production, viewing the 
entire thing from beginning to end each 
time you want to make a little change. 

Where Does the Artwork Come From? 
Deluxe Productions is shipped on four 



3-5" disks. The main program resides on 
a bootable system disk; another holds 
various utilities, three hi-res fonts, and 
some artwork used in the manual's 
tutorials. The final two disks contain 
artwork. Some of the clip art is beautiful, 
especially the backgrounds on which 
you can lay titling. Many of the brushes 
are excellent, and some ... well, perhaps 
they're there just to fill up the disks. I 
don't have any use for a whole directory 
of foliage, Maybe you do. 

You can probably use at least some of 
this clip art in your own productions, but 
you'll eventually have to either tap a new 
source or create your own. Deluxe 
Production's manual recommends 
Deluxe Paint 11, and so do I. It can 
handle the hi-res and overscan modes 
you need for screen and brush creation. 

To make your own clip art, you also 
must become familiar with color registers 
and color palette manipulation. Since hi- 
res is capable of displaying only l6 
colors at once (out of a possible 4096), 
your brushes and screens must agree on 
which l6 colors each uses. Otherwise, 
you get very unexpected results when 
you try to lay a brush atop a picture. 
Deluxe Productions accommodates you 
to some extent with another screenful of 
gadgets where you adjust which color 
registers each screen and each brush 
uses when they're put together. 

Look around for other sources of clip art. 
There is quite a bit available for the cost 
of a download from a BBS or a national 
network. If you own Shakespeare, a 
color desktop publishing program, an 
abundance of beautiful hi-res color clip 
art is available there as well. Unfortu- 
nately, that artwork is not available 
separately. For more fonts, again check 
the networks or investigate packages of 
commercially available fonts. 

Consider this as well: many talented 
Amiga artists out there are just aching to 
gel public exposure and even make 
some money from their work. Almost 
any experienced artist will be glad to 
show you a portfolio and work at 
creating custom artwork for your 



particular project. Check with local 
Amiga user groups and commercial 
dealers if you need to hire an artist. 



Pulling It All Together 

Despite all the thought and energy that 
apparently went into Deluxe 
Production's user interface, the program 
takes a fair amount of time and patience 
to learn. There are many parameters you 
can control, and because the program is 
so memor}'-hungry, the inability to flip to 
another screen, load a paint program, 
and change and resave screens or 
brushes is very frustrating. ( could even 
see the need to have another Amiga just 
to be able to multitask this program! 

Once you have finished making your 
production and fine-tuned it, you'll 
probably want to share it with friends. 
Unlike some Amiga video software, such 
as VideoScape 3D, Deluxe Productions 
does not compress all screens and 
brushes into one large file; all pieces are 
left as separate disk files. The production 
script itself, while usually very small, is 
not editable ASCII text. It is saved in a 
binary format that can only be changed 
from within Deluxe Productions. 

Since the script contains specific 
diskname (not device name) assignments 
telling Deluxe Productions where to find 
the elements of your animation, and 
since you cannot easily edit the script, 
the Utilities disk contains a "Mover" 
program to let you copy all pieces of 
your production from one disk to 
another, A freely-distributable "Player" 
program allows others to view your 
production without Deluxe Productions. 

When I attempted to build a production 
to show at a local user group, I ran into 
a few "golchas": 

The Player program requires almost as 
much CHIP RAM as the main program! 

The Player is also very finicky — it wants 
to find an existing subdirectory, brought 
over from the Utilities disk, before it 
plays a production! The Player should 
have been made into a completely free- 
standing utility. CMosi other Amiga 

(contiTSued) 
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animaiion software packages have ihis 
lype of utilily.) Deluxe Productions 
should oTfer an option to save script files 
in ASCII format as well as binary. They 
could then be fine-tuned without loading 
ihe entire parent program. 



A Quick Peek at the Competition 

If you are interested in this type of video 
production, a few other programs may 
be worth a look. The Zuma Group's 
TV'SHOW has list of features very similar 
to Deluxe Productions' list. TV'SHOW 
has some differences, though: It can load 
any formal screen, including HAM; il can 
move brushes across pictures, but limits 
you to only a starting and ending point 
(not a 10-point path like Deluxe Produc- 
tions). TV'SHOW's user interface is easy 
to master and multltasks readily. 

The Right Answers Group's The Director 
is entirely script-based. It has no user 
interface, but if you have a working 
knowledge of BASIC, you can create 

wonderful animations with The Director. 
The language incorporated here is very 



similar to BASIC, This program also deals 
with any format picture or brush and lets 
you include ".anim" files, as well as 
speech, sampled sounds, and live 
interactive text input. 

PVS Publishing's new Pro Video Plus is 
another non-multitasking "take over the 
machine" program. It lets you use an 
inexpensive Amiga for video jobs that 
previously required dedicated title- 
generating hardware. 

Whatever product you end up purchas- 
ing to handle your video production 
chores, keep one thing in mind: support 
after the sale. Your dealer should know 
how these complicated programs work, 
but when you run into problems that the 
dealer can't handle (and believe me, you 
probably will), direct support from the 
publisher is necessary. 

Electronic Arts offers excellent customer 
support. During my research for this 
review, I phoned them three times with 
technical questions about Deluxe 
Productions. The customer support 



people were polite, professional, and 
returned my calls if they didn't have an 
answer handy. 

If Deluxe Productions entices you, and 
you think it might be the package to 
tackle your video chores, gel a hands-on 
demonstration at your local Amiga 
dealership. I've pointed out the 
program's strengths and weaknesses here 
as a starting point for comparison, but 
there's no substitute for personal 
experience when it comes to buying 
software. 

Deluxe Productions S J 99-95 

Not copy protected 

Requires 1 megabyte RAM 

(more recommended) 

Printer, second floppy drive, hard drive 

optional 

Written by: Associated Computer Services 

Published by: Electronic Arts 

1820 Gateiuay Drive 

San Mateo, CA 94404 

(415)571-7171 

•AC- 



HARD DRIVES FOR AMIGA External Floppy 



Complete Hard Drive Units for the A2000 and A1000IA500 

A 1000 IA500 units come complete with SCSI Host Conioller, case 

wl power supply and Hard Disk 

A2000 units come complete with DMA SCSI ContoUer , cable and 

Hard Disk 

A2000 AlOOOfSOO 

20 Meg $639.00 
40 Meg $799.00 
65 Meg $879.00 



20 Meg $539.00 
40 Meg $749.00 
65 Meg $799.00 



3.5" with Metal case, extra length 
coble, full pass-thru, low power 
consumption. Fully Compatible 
with all Amiga Computers. 
Single $159.95 
Dual $329.95 

Internal Floppy 

A2000 only $139.95 



COMPUTER MART 



YOUR TEXAS SOURCE FOR AMIGA SOFTWARE AND HARDWARE 
IMMEDIATE ACCESS TO OVER 500 PRODUCTS 

CALL TOLL FREE INFORMATION 

800-443-8236 409-560-2826 

COMPUTER MART 105 LYNN ST. NACOGDOCHES, TEXAS 75961 
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Video in the Sunshine State! 




RGB Video Creations Hosts The Latest Video Unveiling! 

by Stephen R. Pietroudcz 



On June A\h, 1988, RGB Video Creaiions held an Amiga show in Palm Beach Gardens, 
Florida. The show may have been small, but ihe ideas, equipment, and applications 
shown were impressive. 

If the name RGB Video Creations doesn't ring a bell, it should. RGB brought the 
DeluxeHelp series of online tutorials to market. The DeluxeHelp series covers pro- 
grams such as Deluxe Paint 11, Photon Paint, Calligrapher, and DigiPaint. DeluxeHelp 
gives you a live demonstration of how 
things work within the program 
you're learning, [t simulates mouse 
movements, and uses the Amiga's 
built-in speech capabilities to explain 
which key strokes and mouse keys 
are used. DeluxeHelp also has online 
text explanations for every program 
function. RGB plans to release 
tutorials for PageSetter, SuperBase 
Professional, and AmigaDOS. 

Charlie Fair of C Ltd showed off C 
Ltd's new scanner. Using the scanner, 
you can feed a paper copy of an 
image into your Amiga, The image is 
converted to IFF format and can be 
read into any program that supports 
IFF. C Ltd also showed a 10.5 MB re- 
movable media drive. _,^ 

Andre Freeh from Commodore had an 

Amiga 2000 loaded with an Applied 

Reasoning PC-Elevator 386/387 board, 

the Bridgeboard, the A2058 8 

megabyte board (with 1 MB installed), the A2052 2 MB Board, the 2090 hard drive 

controller, and the A2300 genlock. He showed demos of an IBM CAD package running 

at normal Bridgeboard speed, then displayed the same demos to show the speed of the 

PC-Elevator board. Needless to say, the 386/387 combination gave quite a boost to the 

machine's power! 

A beta version of the newest G,O.M.F. (Get Outta My Face) utility was also shown. 
G.O.M.F 3.0 is a combination of hardware and software that catches all Guru mediation 
errors. The hardware device is installed under the Agnus chip. The prototype had a 
small button attached, so when an error occurs, you simply press the button and 
information about the error is dumped. 




Stan Suit ofVtdeomedia using the 
AtnigaLink software from RGB. 



(continued) 
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Professional display and animation language for the Amiga'" 

Envision a creative freedom you've only dnvned ;ihi)ut. Imagine piige 
nipping, color cycling, text generation, even II- 1' ANIVI animations, all 
combined ar ilie smnc lime oti the same screen. Now. from the simplest 
slideshow to the most sophi.sticaled desktop video production, that dream 
comes true with the Director. 

• Ise any \\l- images, any resolution, any numher of colors 

• Kades. IJissolves, HIils, Wipes. Stencils 

• I'age nip lull or partial screens 

• Preload images, fonts and sounds <ip to \our memory limit 

• Fle.MhIe script-based structure 

• Basic-like vocabulary; For, Ne.xt. Gosub Return. If Else Endif 

• .Arithmetic expressions, random number generator, variables 

• E.xccute .AmigaDOS commands from the script 

• I'ext siring and tile input and output 

• Keyboard and mouse interaction 

• [)lgiii/ed soundtrack module 

• Supports MAM and overscan 

• Supports IFF ANIM playback 

• Built-in drawing commands 

• No copy protection 

• .And much more . . . 



The Ripht Answers Group 
Dtpartmcnl ( 
Box 3699 

Torrance, C A 90510 
(213)325-1311 

Amiga <>. a iraddttJ'ti iiC C urn rriiHlortf Amiga. Inc 



DEMO DlStS SlOeach 
Probe Sequence (512k) 
RGB (1 meg) 




$69.95 



Check or money order 
payable to: Ri^t Answers 

Flu5 S3 siiipping and handlijig, 
Calif, icsiiicnis add 6.5% sales ux 



The Ha ilex X-Specs 3D glasses were 
hooked up to an Amiga 2OO0 running a 
space arcade game. The glasses aren't 
the blue/red glasses used for 3D comic 




books. These glasses are connected to 
and conlrolled by the Amiga. Shutters 
covering the lenses open and close in 
sync with on-screen images. When the 
left shutter closes, the right 
shutter opens, and the screen 
displays an image. The left 
shutter then opens, the right 
shutter closes, and another 
image is displayed on the 
screen. The shutters open 
and close rapidly, and, in 
combination with the 
changes on the display, gives 
a 3D appearance. 



Three oftbe video tape recorders 
booked into the V-LAN. 



RGB also announced that 
they are working on a Super- 
VHS Desktop Video Worksta- 
tion using an Amiga 500 and 
an Amiga 2000. The Amiga 
500 is Dsed as a character 
generator, and the Amiga 
2000 is used as master 
controller of the editing 
process. The combination of 
the Super- VHS format and the Amiga's 
capabilities packs quite a punch 1 



The Amigas are hooked into a video 
local area nefwork using equipment from 
Videomedia. Videomedia's V-LAN 
product uses a VSIO converter to convert 
RS-232 data to data V-LAN can under- 
stand. VSIO receivers convert V-LAN data 
to fit the remote device. Receivers can be 
daisy-chained, and up to 32 devices can 
be on the V-LAN. 

RGB showed AmigaLink, a program that 
controls all the devices through an 
Intuition interface, sending messages 
through the Amiga's RS-232 port. 
AmigaLink provides frame accurate A/B 
roll editing capabilities which allows you 
to control two video sources and mix 
them. The AmigaLink software ran on an 
Amiga 2000 at the show and mixed video 
images from an Amiga 500 with video 
animation from an Amiga 1000. Titling 
characters generated with the A500 were 
mixed with AlOOO output from Hash 
Enterprises' Animation: Apprentice. The 
AmigaLink software is still under devel- 
opment, but from what was shown, it 
promises to be a good product. 

Rod Molina, also of RGB, showed the 
Mimetics PrameBuffcr in action. The Fra- 
meBuffer was installed in the A2000, and 
according to Bob Gilbert, it was one of 
only two available so far. Q.ucasFilm has 
the other framebuffer.) It can capture 
and display an NTSC broadcast quality 
image with over 2 million colors. The 
FrameBuffer can also display images 
from progranns like Sculpt-3D that output 
image RIes with a greater number oF 
colors than a standard Amiga can 
display. 

Bob Gilbert also said he has spoken to 
the people at AmiExpo about getting a 
show put together for the Orlando area. 
Bob is also trying to organize a network 
of dealers in Florida, so they can team 
up and get better software and hardware 
discounts to be passed on to their 
customers. 

As you can see, there are great things 
going on in Florida! Be on the lookout 
for more good things to come! 

•AC- 
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Amazing 

JL X. COMPUTINrG™C7 

Yaur Original AMIGA '* Monthly Resource 






Sports 
Arcade 
Strategy 
Role Playing 
Text Adventure 
War Simulations 




Smarter, Not Harder 

Developing a product for the Amiga market is like participating in a good race; it requires strategy, pacing, and command 
of your resources. Sometimes, no matter how hard you spin your wheels, you just can't make it to the front of the pack. If 
the front of the pack is where you want to be, consider placing your advertisement in Amazing Computing. 

Amazing Computing has a solid reputation for providing worthwhile and complete information to the Amiga user. An 
advertisement in Amazing Computing will reach serious Amiga users, knowledgable buyers — your customers. Whether 
your marketing goals require a multi-page color spread or a 1/9 page black and white advertisement, AC can help at a 
price you can afford. 

New Feature! 

As an added service to benefit our readers and advertisers, Amazing Computing is offering a Reader Service Form. Our 
reader service not only provides the reader with additional access to our advertisers, but AC readers receive a free gift just 
for responding. These responses will be collected and returned to our advertisers in the form of a text file on disk. Amaz- 
ing Computing provides you with an avenue to reach your interested customers and allows youio decide how best to use 
this information. 



Don't sweat it out with the rest, consider advertising in a smarter market 



For details contact: 



A 



mazms; 

.. COMPUTING^ t7 



John Fastino, Advertising Manager 

PiM Publications Inc. 

P.O. Box 869 

Fall River, MA 02722 

(508) 678-4200 

FAX (508) 675-6002 



Amiga Product Guide 



Games Edition 




Action/Arcade 



Text/Adventure Games 60 



Role-Plawng/Adventure 
I Games \ 62 

Educationm Games 64 

64 



Miscellaneous 



65 



Amazing Computing^ provides this guide as a compilation of products from all companies who have responded to our multiple 
requests for information. The descriptions have been adapted directly from the information supplied by developers. Accordingly, the 
listings are not intended as reviews, but rather as information for active users in the ever-growing Amiga market. AC"* will not be held 
responsible for omissions or errors (including prices) . If you detect any errors or omissions, please let us know, in writing, as soon as 
possible. — Ed. 



HIGHER PERFORMANCE.,,AND CHEAPER TO BOOT! 



FData-1 single 3.5" External Drive $1 49.95 

FData-20 Oual 3.5" Extemal Drive w/Power Supply $299.95 



Fully 1010 Compatible 
Ultra Compact 
Acoustically Quiet 
Amiga' Color Coordinated 



Daisy Chainable 
Extra Long Cable 
High Performance 
Super Low Price 



yfixi 



LEXIBLE 



-EDA 



ATA 

.Systems, inc. 

SUITE 148 • DALLAS. TX 75243 



POLICY: Sh'pping and handling sxira. Par&onal and company checks require 3 weeks to dear. For faster dfltiv^ry, usa vour cr«di1 card 
or send caahier's check Of bank noney order. Credit cards are ncK chargad until we ship. A!i prtes are USA prices and are »ub}«1 
lo change, and all riems are suOject LO availability. These prices reflect a 5% cash discount. For all crddn card purchases there will b& 
an additJonaE 5% charge. Defectrve software will be replaced with the same item on^. All saJas are tinal and returned shipmenls ai« 
subject to a restocking lee. 



10503 FOREST LANE- 
FAX: 214-669-0021 



214-669-3999 



Amiga* is a registered tradamaiK o1 Gommodora*Afriga, Inc. 
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sports 

Leader Board $39-95 

Golf game simulation with four irons and 
a driving range for practice. 
Access Software 

Tournament Disk for LB $1995 
Accessory for Leader Board. 
Access Software 

World Class 

Leader Board $44.95 

Update to Leader Board. 

Access Software, 545 West 5th South, 

Bountiful, UT 84010, (801) 298-9077 

4th & Inches S44.95 

Joystick-controlled football simulation 
with spotter's P.O.V. from the press box. 
Players' energy levels decrease according 
10 plays. 
Accolade 

Famous Courses 

Volume II $1995 

More golf course challenges for owners 

of Mean 18 include Inverness Club, 
Turnberry, and Harbour Town. 
Accolade 

HardBaU! S44.95 

Baseball simulation lets you play or 
manage the team. 3-D field perspectives, 
6 pitches, left- or right-handed. 

Accolade 

Mean 18 S44.95 

Golf simulation on 3 famous courses, 
plus 1 home course. Course Architect lets 
you design or modify an entire course. 
Accolade 

Test Drive S44.95 

Driving simulation lets you drive one of 
5 sports cars. Game ends early if you 
drive too slowly, go off the road, or get 
pulled over. 

Accolade, 20873 Stevens Creek Blvd., 
Cupertino, CA 90514, (408)446-5757 

Thai Boxing $14.95 

Realistic kick-boxing program for the 

Amiga. 

Artworx, 1844 Penfield Rd., Penfield, NY 

14526, (716) 385-6120; (800) 828-6573 



GRIDIRON! $5995 

Football simulation uses digitized audio. 
Devise and call your own plays, 
Bethesda Softworks 

NFLDataDisk $1995 

Data disk contains player readings for all 
28 NFL teams allows you to simulate 
games between NFL teams on 
GRIDIRON!. 
Bethesda Softworks 

SLAPSHOT! S 5 9.95 

Hockey simulation uses digitized audio 

and team editing capabilities, Includes 

animated penally calls and fights. Runs in 

real time. 

Bethesda Softworks, 9208 Burning Tree 

Road, Bethesda, MD 2081 7, (301) 469- 

7061 

Dr. J and Larry Bird 

Go One-on-One $19.95 

One-on-one basketball sports arcade 

game. 1 or 2 players, 

Electronic Arts 

Earl Weaver Baseball $4995 

Accurate baseball simulation lets you lest 
your skills as a batter, pitcher, fielder and 
manager. TV-style graphics, sound effects 
and voice. 
Electronic Arts 

Earl Weaver Baseball 

Data Disk $1995 

Complete statistics and ratings of all the 

major league players and teams. Includes 

full coior and phonemes. 

Electronic Arts 

Ferrari Formula One Grand Prbc 
Racing SimulaUon $49.95 

Race a full season on the international 
Grand Prix circuit. Compete against 
seven different drivers on l6 tracks. 
Electronic Arts 

World Tour Golf $39.95 

Play or practice on internationally 
famous golf courses, or design your own. 
Up to four players, or up to three 
computer opponents. 
Electronic Arts, 1820 Gateway Dr., San 
Mateo, CA 94404, (800) 245^525; in 
CA, (800)562-1112 



4x4 Off Road Racing $3995 

Choose your own vehicle to race against 
the clock, the computer, or another 
opponent across alt terrain, 
EPYX 

California Games $3995 

Surfing, skateboarding, roller-skating, 
and BMX racing all through California. 
EPYX 

Street Sports Basketball 539-95 
Realistic, street-rules basketball, with 
teammates recruited from all around the 
"neighborhood." 
EPYX 

Winter Gam» SI 9-95 

Participate in seven different events, from 
downhill skiing to figure skating. 
Compete against your friends or the 
computer. 
EPYX 

World Games $39.95 

Travel around the world to compete with 

international athletes in eight sporting 

events, 

EPYX, 600 Galveston Drive, P.O. Box 

8020, ReduKiod City, CA 94063, (415) 

366-0606 

GFL Championship 
Football $44,95 

Real-time football video simulation. 
Gamestar, 3885 Bofoannon Drive, Menlo 
Park, CA 94025, (415) 329-0500- FAX 
(415) 322-0260 

Sports Handicapping 

Programs S34,95/item 

For horse racing, dog racing, football, 

etc. 

Available Fall 1988 

Gladstone Productions, 7744 Pickering 

Ave., Whittier, CA 90602, (213) 696- 

3372 

Grand Slam $4995 

Play the Big Four of the world Grand 
Prix tennis circuit. Digitized sound, 3-D 
graphics, various playing surfaces, choice 
of racquet, more. 

Infinity Software, 1144 65th St. Suite C, 
Emeryville, CA 94608, (415) 420-1551 
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International Soccer S39.95 
03mp>ete in International Soccer. Quality 
graphics and sound. 
MicroDeai, 576 S. Telegraph Road, 
Pontiac, Ml 48053, C3 13) 334-5700 

Head Coach Vl.O S49.95 

Pro-Football simulation strategy game, 
Results derived from statistical 
probabilities. Many sp>eclal features. 
Microsearch Inc., S>896 Southwest 
Freeway, Houston, TX 77074, (713)988- 
2818 

Indoor Sports S49.95 

Air hockey, bowling, darts, ping pong. 
Play against the computer or with a 
friend. 3-D graphics and animation. 
Mindscape Inc. 

Superstar Ice Hockey NA 

A complete hockey simulation. Play 
center or goalie, coach a team, trade and 
draft players. You choose the level of 
complexity. 
Mindscape Inc. 

Winter Challenge S 14.95 

Go for the gold in five winter events: Ski 
Jump, Downhill, Bobsled, Giant Slalom, 
and Bialhalon. Animated graphics. One 
to six players. 

Mindscape Inc., 3444 Dundee Road, 
Northbrook, IL 60062, (800) 221-9884; 
(312) 480-7667 

Bowling S19.95 

Bowling action game. Player uses the 
mouse to throw the ball. 
Silver Software, 77 Mead St., Bridgeport, 
CT 06610, (203)366-7775 

Crazy Cars 33995 

Speed from Florida to California to meet 
the fastest cars in the world. 72 skill 
levels, A cars. 

Titus Software Corporation, 20432 
Corisco St., Chatsworth, CA 91311, (818) 
709-3692, FAX (818) 709-6537 



Strategy 

Shanghai S39.95 

Strategy tile-matching game based on an 
ancient Chinese game. Remove the tiles 
that match the dragon. First player to run 
out of tiles wins. More complicated than 
it sounds! 

Activision, 3885 Boh annon Drive, Menlo 
Park, CA 94025, (415) 329-0500; FAX 
(415) 322-0260 

Ports of Call S49.95 

Own and command the fleet of a freight 
shipping company. A complex, unique 
economic and strategic simulation based 
on research of actual freight exchanges. 
Aegis Development, Inc., 2115 Pico Blvd., 
Santa Monica, CA 90405, (213) 392- 
9972 

Centerfold Squares S 29 95 

Adult-oriented game with digitized 
graphics. Play against a Centerfold 
opponent to uncover strategically 
positioned squares. 
Artivorx 

Strip Poker S39.95 

Realistic strip poker game with female 
opponents on two data disks. Additional 
disks with male or female opponents 
also available. 

Artworx, 1844 Penfield Rd., Penfield, NY 
14526. (716) 385-6120; (800) 828-6573 

CubcMaster S34.95 

Strategy shooting game with 100 levels, 
real-time graphics, dozens of sounds. 
ASDG Inc., 925 Stewart St., Madison, WI 
53713, (608) 273-6585 

Chessmatc S29.95 

Computer chess game with 3-D graphics 
and varied skill levels. 
Dark Horse, P.O. Box 36l62, 
Greensboro, NC 27416, (919) 852-3968 

Hollywood Poker S34.95 

Strip poker game with digitized female 
opponents. 
DigiTek Inc. 



APL. 68000 



$99 



A HIGHLY OPTIMIZED ASSEMBLER 
BASED APL INTERPRETER FOR 
FAST AND POWERFUL PROGRAMS. 
FEATURES A COMPLETE INTER- 
FACE TO THE AMIGA ENVIRON- 
MENT WITH PULL-[X>WN MENUS, 
REQUESTER AND ALERT BOXES, 
SPEECH, SOUND AND GRAPHICS 
FACILITIES. 

Order *r«ct (or S99 + S7 jhipping, SI Cauifa. 
VISA/MC/AMEX -f it, NJ i.j ♦ 6% ul» tn. 

SPENCER 

ORGANIZATION JNC. 

P.O. Bon 248 Westwood. N J 07675 
12011 666-601 1 



J 



Power Stix S34.95 

Fill out the screen with rectangles or 
squares while avoiding enemies. 
DigiTek, Inc., 10415 N. Florida Ave., 
Suite 410, Tampa, FL 33612, (813) 933- 
8023 

Archon $1995 

Animated arcade game with Chess-iike 
strategy. 
Electronic Arts 

Archon U: Adept $1995 

More animated strategy/arcade with all 
new charaaers and a different objective. 
Electronic Arts, 1820 Gateway Dr., San 
Mateo, CA 94404, (800) 245^525; in 
CA, (800)562-1112 

Battle Chess $4995 

Tlie classic board game comes to life 
with 3D animated color graphics and 
sound. Play against a friend, against the 
computer, or watch the computer play 
alone. 

Interplay Productions, 3885 Bohannon 
Drive, Menlo Park, CA 94025, (415) 329- 
0500; FAX (415) 322-0260 

Quintette S39.95 

A simple game with complex strategy. 
Line up five of your own stones, or 
capture five pairs of your opponent's 
gems. 

Miles Computing, Inc., 7741 Alabama 
Ave. Suite 2, Canoga Park, CA 91304, 
(818)3^1-1411 

(continued) 
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Dominoes $24.95 

Classic board game with 3-D graphics. 
Easy to learn, hard to win. 
Polyglot Software, ]043J Ardyce Court, 
Boise, ID 83704, (208)375-3741 

TcleGames S34.95 

Play Chess, Checkers and Backgammon 
with two players at one computer or 
over the phone with two computers. 
Software Terminal, 3014 Alta Mere Drive, 
Fort Worth, TX 76116 

Santa Paravia and 

Fiumaccio by StarSoft S29,95 

You are the ruler of a growing city-state 

in 1400 A.D. Italy. Use strategy and good 

judgement to turn it into a powerful 

kingdom. Detailed graphics. 

IDC Distributors Inc., 3331 Bartiett Blvd., 

Orlando, Ft 32811, (407) 423-1987 



War Simulattons 

Ogre by Origin Systems S29.95 

Military strategy war game developed 

from the best-selling board game from 

Steve Jackson. 

Broderhund Software, Inc., 17 Paul 

Drive, San Rafael, CA 94903-2101, (603) 

644-3360 

BUctkrieg at the 

Ardennes S52.95 

WWII battle simulation game. Full color 

graphics, digitized sound. 

Command Simulations, Building #3, 297 

North St., Hyannis, MA 02601, (508) 

790-1994 

Age of Sail $39.95 

Relive 17th-19th century tactical naval 

battles. 2-40 players. Play on one Amiga, 

via null modem, or via bulletin board 

service. 

Conflict Recreations, Inc., P.O. Box 272, 

Oakdale, CT 06370 

Skyblaster $34.95 

3-D air/ground combat simulation. Battle 
planes and tanks from your helicopter. 
DigiTek Inc., 10415 N. Florida Ave., Suite 
410, Tampa, FL 33612, (813) 933-8023 



The Hunt for Red October 
byDatasoft $4995 

Submarine combat simulation based on 
the bestseller by Tom Clancy. Guide your 
Soviet nuclear submarine to the United 
States to defea, 

Electronic Arts, 1820 Gateway Dr., San 
Mateo, CA 94404, (800)245^525; in 
CA, (800)562-1112 

Sub Battle Simulator S39.95 

World War II simulation. Perform one of 
60 possible missions, including seek-and- 
destroy, rendezvous, and much more. 
EPYX, 600 Galveston Drive, P.O. Box 
8020, Redwood City, CA 94063, (415) 
366-0606 

Balance of Power $4995 

Experience superpower leadership in a 
nuclear-age strategic simulation pitting 
the U.S. against the U.S.S.R. in a battle of 
national prestige. 
Mindscape Inc. 

S.D.I. S49.95 

Defend the U.S. against a KGB missile 
attack, battle hostile KGB rocket fighters 
in your 3-D flight simulator to save the 
human race. 

Mindscape Inc., 3444 Dundee Road, 
Northbrook, IL 60062, (800) 221-9884; 
(312)480-7667 

Breach $39.95 

Animated tactical squad combat game for 
1 player. Includes scenario builder to 
design your own game. 
Omnitrend 

The Serayachl Campaign S24.95 

A combat scenario disk for Breach. 
Includes l6 scenarios. 
Omnitrend, P.O. Box 744, West 
Simsbury, CT 06092, (203)658-6917 

Carrier Command $44.95 

Combines war, strategy, and arcade 

action. Populate the islands, slow the 
enemy's progress, and fight for victory. 
Huge playing territory, control of many 
ships and weapons, 3D graphics. 
Includes audio cassette soundtrack, 
operations guide and mission briefing. 
Rainbird 



Universal Military 

Simulator S49.95 

Versatile wargame simulator lets you re- 
enact historical battles, or alter them for a 
"what-iP' scenario, Includes powerful 
editor, computer-generated topographical 
battlefields, flexible construction set, 
eight perspectives. Digitized speech and 
battle sounds. 

Rainbird, 3885 Bohannon Drive, Menlo 
Park, CA 94025, (415)322-0412 

TeleWar $3995 

Strategy war game for two players at one 
computer or over the telephone. 
Manipulate your armor and artillery to 
destroy the opponent's headquarters. 
Twelve scenarios, three maps, every 
game is unique. 

Software Terminal, 3014 Alta Mere Drive, 
Fort Worth, TX 76116 

Gettysburg: 

The Turning Point $5995 

Detailed, realistic computer simulation of 
the decisive battle at Gettysburg recreates 
the three-day battle in 42 turns. 
Strategic Simulations, Inc. 

Kampfgnippe $5995 

Advanced tactical WWII game featuring 
all the weapons used on the Russian 
Front from 1941-1945. 
Strategic Simulations, Inc. 

Shiloh: Grant's 

Trial in the West $44.95 

The Civil War battle of Shiloh was 
Grant's first real trial by fire, a see-saw 
battle that could have gone either way. 
You determine the outcome. 
Strategic Simulations, Inc., 1046 N. 
Rengstorff Ave., Mountain View, CA 
94043, (415) 964-1353 

Jet S49.95 

F-16/F-18 jet fighter simulator offers a 
variety of land and sea-based target 
strike and aerial combat scenarios. Also 
includes multi-player dogfight option. 
subLOGIC CorporaHon, 713 Edgebrook 
Drive, Champaign, IL 61820, (217)359- 
8482; (800) 637-4983 
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(continued on page S4) 




other Products from The Other Guys 



REASON - a professional proofreading 
system used by universities and writers 
around the world to analyze and improve 
writing. (Has helped raise students 
grades when used faithfully.) $395.00 



OMEGA FILE - a REAL data base 
& mail merge 



$79.99 



PROMISE - the BESTUlgh speed spell checker. 
(Even better than Zing !®Spell) $49.99 



KEEP-Trak GL - general ledger for home or 
business 



AMT- amortization program 

MATCH-IT -teaches shapes & colors 
(preschool) 

MATH-A-MAGICIAN - add, subtract. 

multiply & divide 



$49.99 
$39.99 

$39.99 
$39.99 



Call or write for more Infoiwatlon. 



SYNTHIA High Performance Digital Synthesizer 



^^ 



A stale of the an inuslc tool which will 

Create digital IFF Instruments for use with nearly all music programs! 

.Modifying existing II'T Instruments. Use SYNTIllA on digitized samples to add reverb, wow, and other caihanccments. 
SOSmWING FOR EVERYONE: 

Additive Synthesis • a traditional method which can create almost any type of instrument. 

Plucked String Synthesis - simulates plucked strings . . . right down to the pluck'. 

Inteqiolative Synthesis - a method which introduces the natural impcifections found in instruments 

(Instnimcnls such as brass, woodwinds, pianos, etc.) 

Pereussian - build your own dmm set . . . create any drum you desire. *' 

SublracUve Synthesis - a simple method of creating instruments. 

Special Effects - includes filtering, amplification, phasing, waveshaping, amplitude modulation, real reverb, and . . . 

IFF Music Player - powerful and compact. Now you can enjoy ihose songs that needed a memory expansion before! Up lo 

32 tracks and 32 IFF Inslntments! Support-S chords, ties, etc. 
IS IT LIVE . . ■ OR IS IT SYNTIllA? 

Synthia uses the latest technology lo generate realistic sounding instruments and even the new families of instruments sound 

rcid. A ical synthesizer on a real computer! 

Why buy digitized instruments when you can SYNTUIAsiie them? CiQCI OQ 

Requires AMIGA 5 12K xpZ/ZT^iJZr 

Copyright© 1987, TIIF OTIIFR GUYS Software ■ A.MIG A is a registered trademark of Commodore Amiga 



f^^ 




THE OTHER GUYS ^^ 

I 55 North Main Str^eet 
■ ■ Suite 301-D 

PD Box H 

Logan Utah 6-4321 



CS01] 753-7620 

CBoo] saa-saos 
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Action/Arcade 

Bubble Ghost S44.95 

Help a mischievous ghost guide a bubble 

through 36 rooms, catacombs, obstacles, 

and traps. 

Accolade 

PinbaU Wizard $44.95 

Arcade-style pinball simulation and 
building set with obstacles, stroboscope, 
slope control, tilt sensitivity, and more. 
Accolade, 20813 Stevens Creek Blvd., 
Cupertino, CA 90514, (408) 446-5757 

Caponc S39.95 

Action and adventure in 1920's Chicago. 
L'se your machine gun to beat the 
gangsters. 
Actiontvare 

Creature S3995 

Action and adventure in space. Use your 
laser gun and quick thinking to blast the 
enemy and return home. 
Actionware 

P.O.W. $39.95 

Action and adventure. Rescue P.O.W.s 
and bring them home. 
Actionware, 38 W. 255 Deerpath Rd., 
BataiHa, IL 60510, (312) 879-8998; 
(800) 848-2333 

Diablo $2995 

Object: Keep the ball rolling by laying 
the tracks down in from of it. 
Classic Future, 3100 W. Chapel Ave., 
Cherry Hill, NJ 08002, (609) 667-2526; 
FAX (609) 667- 7692 

City Defense $19.95 

Defend cities from outer-space laser 
attacks. Includes limited missiles, mouse 
control. 
Constellation Software 

Emerald Mine $1995 

Arcade adventure with over 100 levels. 
Collect jewels, avoid obstacles, and beat 
the clock in Constellation Software 

Fortress Underground $19-95 
Use your battle helicopter to search and 
destroy an enemy power station in a 640- 
screen underground cavern. 
Constellation Software 



Karate King $1995 

Karate combat game with nine different 
levels, one or two players. Oppxanent's 
skill and speed increases with each 
encounter. 
Constellation Software 

Larry and the Ardies $1995 
Avoid the fast-moving Ardies while 
collecting objects for points on each 
level. Scrolling backgrounds, one or two 
players. 
Constellation Software 

Persecutors $1995 

Avoid force fields and alien forces as you 
navigate your ship through unknown 
territory. Over 65 levels of arcade-action. 
Constellation Software 

Space Battle $1995 

Travel through a dense asteroid belt in 
deep space. One or two players. 
Constellation Software, 17 St. Mary's 
Court, Brookline, MA 02146, (6] 7) 731- 
8187; FAX (61 7) 731-83 79 

Amcgas $34.95 

Bounce, shoot, slam, and juggle your 
way through this 40-screen game. 
DigiTek Inc. 

Extensor $34.95 

3-D graphics and sound on Mars. Close a 
circle around the other motorcycles. 
DigiTek Inc. 

Final Mission $34.95 

Avoid enemies, collect objects. Dig and 
climb your way through 350 different 
levels. 
DigiTek Inc. 

New York Subway $39.95 

Aaion and strategy. Battle in the subway, 
save terrified citizens. 
Available Fall 1988 
DigiTek Inc. 

Spinworld $34.95 

Shooting game in space. Enemies attack 
in waves in changing patterns. View 
from side or above. 
DigiTek Inc. 



The Cyber Complex $44.95 

Travel to the underground city controlled 
by a paranoid computer that kills all who 
try to reprogram it. 
DigiTek, Inc. 

Thundcrboy $34.95 

An action-adventure game. Battle the 
dragon in the dark land, where even the 
butterflies are deadly. 
DigiTek Inc. 

Vampire's Empire $44.95 

Battle against bloodthirsty vampires. 

Animated graphics. 

DigiTek, Inc., 10415 N. Florida Ave., 

Suite 410, Tampa, FL 33612, (813)933- 

8023 

ARKANOID $4995 

Brick and paddle arcade game. Digital 
stereo sound, 33 levels of play. 
Discovery Software International 

Zoom $39.95 

Shooting and strategy in space. Easy to 

learn, but oops factor makes it difficult to 

master. 

Discovery Software International, 163 

Conduit St., Annapolis, MD 21401, (301) 

268-9877 

Arcdcfox $39.95 

Defend the South Pole from alien 
invaders with your high-tech snow tank. 
3-D landscapes, varying terrain, changing 
weather, more. 
Bectronic Arts 

Marble Madness $49.95 

6 levels of 3-D runway mazes with 
icefields, pipes, slimes, oozes, hoovers, 
and steel ies. 
Bectronic Arts 

Quizaml by Intcrstcl $34.95 

Destroy 8 alien satellites by answering 
strange trivia questions. Over 2000 
questions in 16 subject areas, or create 
your own questions. 8 levels of difficulty. 
Electronic Arts 



(cotainued on page 59) 
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GODZIUA 



Milrep^N RATHER 




YOU WANT LIVE ACTION, FAST MOTION, 



AND SPECIAL EFFECTS, AND YOU WANT IT 



ALL AT ONCE. INVISION GIVES IT TO YOU. 



YOUVE GOT IMAGINATION. AND NOW YOU'VE GOT SOMETHING IT CAN RACE WITH. YOU PRESS A KEy. MOVE THE MOUSE AND 
WATCH THE IMAGE HAPPEN. YOUR CREATIVE POWERS ARE GETTING A WORKOUT LIKE NEVER BEFORE. SOME LIVE ACTION 
HERE. ..SOME SPECIAL EFFECTS THERE. MiX IN SOME IMAGES AND YOUVE GOT SOMETHING 
WILD AND WONDERFUL. IN VIVID COLOR. THIS IS INVISION - WORKING WITH YOU, YOUR AMIGA, 
VCR AND YOUR LIVE!' VIDEO DIGITIZER TO CREATE ANY IMAGE YOU WANT, EVEN GODZILLA 

AND DAN Rather. INVISION Software from elan design. S129. Ask your dealer or 

CALL US : (41 5 1 621 -8673. dealer inquiries welcome. 

P,O.BOX31725 SAN FRANCISCO. CA 94131 
NEITHER DAN RATHER NOR GODZILLA ENOORSETHIS PRODUCT. AMIGA AND UVEI ARE TRADEMARKS OF COMMODORE/AMIGA. INC. AND A-SQUARED SVSTEMS RBSPECTIVELr. 



INVISIOF 



Expanding Reference 

Expanding reference is not just an empty promise. The pages of Amazing Computing™ are filled with articles on technical 
operations and procedures, basic use, and just-plain-fun. The growing library of Am£^ing Computing's Back Issues contains 
articles ranging from building your own IBM Disk controller, to setting up your own startup sequence. Amazing Computing^ has 
repeatedly been the first magazine to offer the Amiga users solid, in depth reviews and hands on ardcles for their machines. 

From the Beginning 

Since February 1986, Amazing Computing^ has been providing users with complete information for their Amiga. This store- 
house of programs and information is still available through our back issues. From the Premiere issue to the present, there are 
insights into the Amiga any user will find useful. AC was the first magazine to document CLI, tell its readers how to connect a 
5 1/4 IBM drive, describe a 1 meg upgrade hardware project for the AlOOO, and many more. Please read the list of topics AC has 
covered below to find the information you have been missing. 

Back Issues are $5.00 US, $6.00 Canada and Mexico, $7.00 Foreign Surface 

All payments must be made by check or money order in U.S. funds drawn on a U.S. Bank. 

Limited Supply 

Unfortunately, nothing lasts forever, and the availabihty of some of our Back Issues is definitely limited. Complete your Amazing 
Computing™ library today while these issues are still available. Complete the order form in the back of this issue and mail with 
your check or money order to: 

Back Issues 

Amazing Computing™ 

PiM Publications, Inc, 

P.O.Box 869 

Fall River, MA 02722 
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AC-BASIC'fv-ftMO^byS^asr Lm^oii 
AC-4 AgiC Compiriar wi i *K-nlv»ci3'-'pr»n By B Citty 
UodulaJ Prognmntjpig SFirtruw M 

FUyi CO'^tM Dave* Ew^ti 
DrKkHy Uitlngi Unt^i A;nlgiD09 by DlwHfyn* 
Am lgkBA3C Pinima by &\tr< CiMy 
^ogrifiimJng with Boundacipt 

BIJI Vtik, VIca-PrwIdvti Aagia D^MOfmart, 

irk<Vi«M»c by Shva Hij' 
Jill a««dnff>i.I>f«|[kGptr of Mint IT 

irW¥«*oyHaT* MTotjr 
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IhiHaidfOflfn indlht Anlpt^iFonnFixK 
TikJngritParhctScnnSiotbyKi'r. ConfarJ 
An ^1 ArUt: B^im WPilimi oy Jshn Fouvl 
Amlpt Fanjjn on Computam"'— SofbrtraPuUl^big 



C«Rf«iine*Tiw*trl)H by htfivd Ria 

All About OfiJina Ccn^rmclng by FkMrd Aw 

AmIpthKid v^fned DyUcvarMctW 
AC-BAaC Comrllv «v«hM by &y*!l CtOtj 

Anslpi NRHty FVrrD Rh 

Itoemafa&f T^Bw^da 

auOC AMArnbly Lhi^iq« Dgr OraUtrtn 

Tha AMCira HrTwntt by Jani FojM 

Amiga Prognrninlng: 

Amiga BASIC 9irucb>fHbySwnliikr4 

Odlck vid DlrTr Bctaa. by Ud'U Swr^gf 

DirKt^qr UaHngf Undir Afnlga-OOS, PvtibyDtrt Hayn* 

Fiat nia l<0 wtti Hodulkl Dy Sw« FawawMU 

VokJiTM 2 Number 11 1967 

Word Pro«ta*va Rufidmn byQ«Dl Gt^M 

r^:^W.k. ScrbtM', and WordF^riK! cQ^pa^ad 

LPDWr^tarnn^vw byMdr^onDa^rti 

ttaWiltB nmltw by Harv Lais^ 

Aadl RwlMi by Warrtn Budt 

WatdPartscI Privliw by KarvlaKi 

Ju Sin IrrtiTY^ by EC Bffovtz 

Th» iu*«' 0' Sa-GiiJaf K»aia! 

Do^Vgrtumatl bnjvovamintB to tha Amiga OiNAdC 

Digf-f>ilnt niwi*w 3y Hav Latv 

Seutpn X Rprk*w ::^ Swwf^rowa 

^ttf gM^ |!i flntnr by linCi Kl^tLt 

Tilt<Iini«a RmrtM oy UpM T. C«ydl 

n«Mfln Prtvtta: a o^cm fM<i a: in 

inlarv ^iT-rrv vnninafan afpicacan. 

AalSMtt QyEdd^Oucttt F¥ck-ig i! WvdP<r%n, 

Q£riU V^Q Lnd Zf^i Key! 

SugBylHtiyJo^&lk'w 

Amiga HdIM by R f)M < a'fiCTa-K ri^M b«HI 

HMhit-j PTpgrajnmlng by Skw FawajanK 

dvwH. vo, ire t* ttr-n ppt 
Ptoflnanby ThaBand'at 
■UOe AM*m£^r UnguiQi by Oves Ut.in 

&-1 iraii Tnxj^. r<a ElipU|rreuii->H 

Tia AJaCira M|t*pqrk »y ^Tn Fo^ 

QeacBp PiOishrfj £ SeytMid 
C AnImalMKi Piii I Ciy Mu Swn^ AnniiaflOb|«e« 
BA3K Ttri frya-i-- C*!*y fti* peHwa fcitpartantng 
SoundaciptPirtSltryTMOFFiy VUMsviid rn;>r« 
Fun with ATiigi ^krrnbarabyAxnBarniD 
Pit B/QWiVr E^ Bryin Cl&cy 

Fu( F*i&<a BASVGFka frewsng Mif 
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ThaUittmstaVidwAccHHrY by IjrryV^h* 
Tfii Sorry Con ntclon byS1iwirtC«bb 
IS^uzJilnAjmFgifiASE byZdunSzi^ 
Ufa, Part I: Ihi Baglnnhg by GKraJd htull 
Ybei/ti-ooJPpiai nr^ bit loiution ts ?m 'GvPt vt Ula.' 
Afnlg«Vlrua1 byJehnFouM 

Anwrfcr^ivTUCTatjyriaoea PiBK«cha^yQL'fyilVT]. 
CLIArj)um»nliEnC try Piul Ciitenguiy 
inhBfhetAdiptar iff BtfffUutad 
Ar;qal3»-iY«Ue>li-fe'{uzicanli| A2&l»ltf SOOa 
htodi^i-Sliy 9t«viFaJiafczmnAI 

ArtifiA'satnt AcriardFUi 

T^S A^iJ ce'ft^B -Ua in ?w Ar-ga SCO ind 2OC0. 

AnlraalkviforCRoaUut: Pirta ferVlSvlngar 

tort iTi id «,t»-oi/*i ng_ 

ThaEllgPkb^tbi WimnBlr^ 

An>^i™ Atar^by ifqj*9a frt^*i/ntfir^ fur M bnw' 

lUrak Kd Aavivwby S^pfim n. Pl*tiQ«iu 

CO) St rYV^Mtr John Fouct, JamH O'KiW, ind FldkWIrth 

A-Taii-ftj«nnifiv by BrfAdrrLvaen 

^jJ-leogM »— r« pr^m' i Te^Toia opititrfH 

CtllgrtpnttRl¥)v« br John Fojat 

AnJmator: ApprarflcaRrHfw try JoJw Fw* 

Piylr>g Dynvnle [>rufTi4 oa ra Anilga by D«i1d H. ttmk 

WfftfParlKina^fw by S»vf Kut 

lnii'dBr/Kiii1hau/inaT4iMby ErriMlP. VlvdraaSi 

RAM & FtOM tOifti-^ Cvn-en^ rtd m^liTan Spa. 

Bugfiyhiby Jtf-n$tflnfr 

FenM by Jon Bryui 

DbnaRPei t- Ty 'or ytw' U^I-FgTji W*PJC 

Ai 1 Baa h by Eddl* Cl^fcMII 

Ar 3*t)«: ow D^ Dfl -Pa- Pum, rtf Vo«JC*p# 30 

T>it ArnlcuiNirMd by JohnFwal 

T^« Commodori sIwh v>d AmiEipa:Nni Ywkl 
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AflilgaHpfta by RJchirdRH 

Og'ttf n'jsc^vf.o^on til Amqi. 

C AnbnadMPinlV try Uchaal Syvngvr 

JuR ■MT^ ydu l-ajjh! rt wij ale t9 go baA in ¥» C KWlw... 

Forti by Jofinfryin 

So'3'^ Oi-tCKPintiFASTnirsfyan twAr^a, 

Tht BJg ndtiri by W^'y^ Ang Ovn^ Bair>tMr 'f^^ 

pragir— rg. CU iyt*m ci^ vxl ntrifjulcng dMi I'M. 

Bug Bybi by Jotvi Svirw 

R»wnir« by T^a Bv^-b 

«r4iDosV3^ftG3«<MtaOSn()QtfM«fefMA2O0D?M9r9) 

Ai I 9m rt by Ea£4 Otnh-ti 

Oprrari. otiiB«)&-ai. A r* frrti sf ■ mow isti»«^ gwrtlsn. 

ttfDOASaavnblyLirtguBtji Aognmininf byOrmUa^n 

lfcjdJi-5PTDgf»mming by 5w« Fiwszamii 

A new CSrtTW a."T3 3f B r# -»X'»-2 **i»' 

AnJcja HfTwwit Sotdri Rlapcvl: Fd\ C&UOCI Eiy J. Fout? 

Ca^rsca* I! COMM^t Bid ."■« Bfatf jrt 

T>iiii!nnclaVld*eAccnaorT:Pirtl by LirryW^t* 

Uti: Pvt If by Grac H^H 

'A oassec !»i j!«"ce^,w e^?w V"^a tffiw.' 

FormiMutv: PixfeMionil DiK Farm ltd ng EnglntbyC Uann 

FVflBiw iijTgo*9»iaMfj(onBn#jq}psi7ri£)ttltormiDng , 



t by friiriCi]toy 
AtllHLrW ArrHgiBAS)CifVM0»hHtyDucvipro0nn!l 
Amlgtfflrvn Trinacflpl ad byRtf^BdA** 
Zmp- n on Cc'^'-md'*' Af ^jt^ Dm Hifm 
Halalenfii^«w oy OxxRj.<l9i<s 
'A in^rb-wvi:. Miy ta uu. L-ex^ siyH3B^«l' 
WPriihmmarm:Hnttm by $L^a"« Urkrvt 
EBy rue* ew^io "aiig^^F', s" t» A^^ 
Iftnay Umv Phn<vw by S«p%viKr^E! 
AomonH biirx>iyia^ Dt)ffiiayk'cr«dmo!M. 
hvavtor'a Advtj^l Rav^vw by RKfiVd Kiwppv 
piija THMt Uan'i OiKia ti r>a Simx UvIwL* 
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UaarUghtSwMWflhlhiAint^ by PtKA lAifpr^y 
Li»e^anflSl|Anfla:AO«i!T) Taufcn 
Thi UnmtbVdHAcaaaory: Pirtli by Lf*yV^v* 
Tbu t» i~a ain&via.-d dtt>{r^ fiJ swn vdMc 
ftjr FlralOaiiHspvwifg by La-ryWrt 
Saip-t^-iap^piiXWiaOFQi'irnfApmBf^ngyQLr Ar^igtvtcin. 
Hookad M til Amigi with Frad Flih by Efl BwUmq 
hKl4 ^nnfrom Iha rr\tn txhrtJ tit lina fnih'diAl 
Photo Owil^ Rlpndwdlon wtth thi Amiga ind Olgl-VIpi 

by SiBphtn Leboni 
Baiincing your CMckbC'dc witi WcrdPtfltd khcroa by S.Hull 
HandyM'c^wntHoHwvnnt owb7» Arigi. 
UonBaiiGTHt by Bi7iiC«1«y MWlBitEpan AngitCTvn 
Ufr:Pvta dy QvHHJi 

Sr*t«Kf4a upwffi '!^'-«j nna-tjitcMcJascr t >0^/C« U LFBl. 
Muf Bitta Uniar Algttoi Arough Mtrlz Cmputtlona 

by Fbpe«;E'« 
Snpli^ma^i ligaAri m;i bVK optr^vt i 'Du3n«t, 
HdOfl^iri by Bano.t> Ai^'f a XX, Viui nMC&lLiw TniV 
e^ig Bytaa by Jorvi Sbtw 
lfcdult-3 PrDgtimmlrtg t^ S;9h«gFaiMizsw«ti 

■900 AawTitfr Ling i^gaPragrvnffilng by Cr»l«U'i'> 
Qmrct Pan II ■a' Atta-wj-a^, 
AruotiTmb by Ka>Yki?^ E. Scraafr 

AiRT Oy S»wtF*«w«»««i< 
^-nroviiva <B''i-bti»OB Ero^x'"*! ng lang^iQ* 
Fvrna Irt Rtghl by SWrt fVwwa 
ftin*f and fcirato [*«:> tn 30' 

aicenOnmBindtiaJaHnJ elDirlcnHa Of K E.Sct«*iBf 

LaauratuitLtrr^r trf Kitrroff'-ESc^M^ 

Tn Naw ^ntriai Fipm bl^iadotca by Jofn Foist 

U5Q I EiM's. VI & SivtHira II MJtFunctonboa^ 

Itndlght 7 and Pnfda Uatai by J9hn HxMZ 

RanlMJa 

Ka^E Sd1■a^w!^t*M'■z^gPrla^nal«amWE(llW. 
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TiHtfyt¥. by ^94 Hub 

Bttiyou^ VjiTflisniin ^h«H 1w Ainigi farrm. 

DaahlE3f)Vtdta,PirtlV byLa^y^ta 

FU »(i tifl P'flcei tagaTw-tHj dntCip »^ ranrtaroal. 

ThiMddin PemfofCUBit^ niaPiDCHdng 

byjoa Ro^TTian 
Mtttywr V^ga»tM't9LiRW?iCL!lB«Hn ti«. 
ACwhvieawtifi Ei^e Onham advtitrjrJtfinFauB 
T^ r-anarr -B bafn! SaJp(3D ITfl ArrraiaiD 
Pvry KNoiOiHti Inttrvinnij by Ed SrEovltr 
V'9a mag-ais^ ■ rua* oewxar anc oe'»p«l:y. 
Jnn 'lAoabuiT Ok^aud li ita i hwid by ECMrftd L Fai^n 
AHait-^a-Oa irT cor-ai 'ta ?« At^hh daolng tarm. 
PALHUpbyfVryKwBiiKa 
AI n ha^p yQj f^eed 'v i A^QOC bpantiyi ralabl:^. 
BaetamFuricndi^ Hnlmlnlon byStowiMHart 
kjv^J Og U da«^fn &a r A-'^^ASC 
fr^lpi Britf Pon and Hd CenpaWIt)! ler Taur A200ef 

bf Lfw R-nr ro Oi/yflt-a 
tad anA'SK-iyafearasQ'TtiyawAfOCO' 
BKtJc ttoworh S^fLirSora tw hhliz Wiy by Rsbvi E.lt 
Er^-*9rt PicsD#raj!-*i'^f L.s-5*a?K*gBe«. 
ti Tha Mriic pom Kn t^Cw, Fare 
Kc:'aranno'>i;'i.y^Ti'fi>-ir»iiW!Ffiad FsidUi. 
Thi A.lltJ.a. BBS Lilt conplad 

ByJMRdr^iL'\CnatS«aQa,a'DDar[i97DBsi lOfi 
51* B6S pfiona rx^Tbr I .n tha U & and Carwdi, 
FACC I FfvawK) by G^lMm fCiwy 
P,: I *^*CT*oie' j"toryourtKwydfi«i, 
IMmrlkd'anMd by h^nen & Scnaaipr 
W^nwattv isttr'aa^ar^ loncfyojtodBiSiT 
Roa rwrawM by P»T*i Barifiin 
Tjtp yoy- b'B'iityrj itti "^VlM POrfcS 0^ Wt. 
BaidimarliMadulfrJComftflar fff w w>aO ty Refta ttalat 
Pr35,nm dawiopnwii :ri« ban Puca! so tm puncn. 
.Bug Bytia by John Storw 
Stiy ibrau! al iMay'i bugi ardlomorrpWi \j9j1mm 
UDftiri^-^Progrvnming by Shval^arwizwnfti 
Th9 ganapon liavKa and A^pa ipriiH ifl aoJon. 
AnlgiHeua byRchadRja 
AlDOei Cvita a n*3Hira-*wil7iaCleoutpotKlBr. 
Reomva DyTh«Bandii> 

y^aoa Ar EnH .. K«i3ivi1.4 _ CammsdDPBt ^ Ua? 
"!>■ ngPtctj^ra ByWmr ftig; 
i>vrwty agiimars B tyiwn eatia? 

Qkaw naUri'^ fMi Tmorff 
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HIghlJghlakwnAmlEipa.Lofl A/igilaa byBtavaHul 

Pa Ar -gi a-awi 0* i» Wfi r r« Wfest 

Writing a^nndScapa Patch Lbrtrim byTodwFay 

Gr.|>QL/ 'wtarTyHO'ii.'^g vrit* 

t«SyuarEiciLJE-w 

U^nda Twr Ai«0 to ASOftTDQO Audio Paw 

byHewiH Baaaan 
MadicitS^taFVpyau'A'COOrrua paavl nvac, 1»' 
Amiga Audio Oddi 

Detcrona ttrg ol iJ ^qa ibd« praduea. 
Ua In lAjlt-Forffi by John BMAthri 
P^A^ Ge-i ^ 74 hrni* wTifuM pfbgraTTing bdi. 
Ikerabalca fayPit^rtJlHorBvi EatatWunuDt 



aiaar^tfy la^uaga pfogriwn*nj. 

AJiitga Airfa loureaa T>w tola Qatind tf roaa ulo products 

TdiaRn* byBraviHuH 

Fow flf r -ig ■{w=aci tSaa to a 

AiRlgaHotM byRldiRaa 

drbJ'atcrrj to J^o"^ TjwabaKSu'a^Ar^iajdQ. 

ThaUnmik VldMAccaaory.PariV bffLarTrWMla 

Lflf I add una ^Vi b Dk.r wisao 

BugBylv by Jv'w BMnar 

TTiaBignrtL^a byWarrtnMng 

PvT 11 aJ t>a a)a-opa^ng Unfiad FiMJ ThMry. 

noomara byTbaBandta 

HirdivirB hf rji .. ToiaBd voto .. titd>a«r. Am^ .. mni mafti 

htnaPubaieOmdn brcw.nist 

C w, »-45 ■'Mnad ?a tttw: F».i o»a-fva^ an ma* !oo*L 

TlmaBindn favriMby KifFi Conlorli 

Awrn« v<«o a'Cad» ir^OMd up'^O'm final 

AudoMaatar rpfiawby ^<'*'*" Uraqn 

FwTjy (Ht'iing ao^irttir uTipiai m^aa^ana. 

ILialcMouiaa mlvwby JHwif Lbwvtgird 

MaXng TuacwFioglli^ngi Anga^ ^cm fvmguHi. 

AmlBa-Tu'CiradianVtiiton raviaw by Ed Barcniti 

A CerU'Wi iia)T4 tu plartnli^ pracwiion, and 

inalySm padti^ ttf r« AMiga. 

3AM BASK rtvlax by Sryan CtVry 

A now BASC tmm utf^iB wtm -1 o^a unoua Ami^a tattjraa. 
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Intaricava tarbp Safvanca by Mo ^m(«i 
Ph Corn mm) Una pirtl^niAFaleflntMrg 
AmlgiTrti 11 by Wuran Kodi 
Tot 110 toD 3 :o aa H Ar ig a FHii 
AmlgtPreduciGuIdt: HarAnfi Ed^flR 
Pmli^lt! Programming by PaW(k Ou«ld 
P'-oic oa-a- MToari 
Tha Companion by Pui Qoaaadn 
Tm A-i^ I Evr! HaxJ ng caE)ab»-Ty. 
UndUght 7rtv[Mad by DrrW H. Wmk 
P^tf<aMe'a3<3'r>a7?ii,pdnd to'MAm^a 
VidaoScipa 3-l>)_fl mtawad byOairid Hflpkina 
Ertnd rnkwad by Bnrin D. Cct)»r 
An A-^ 9 kfiA£JC a jS'^o^ 
AaaamPrsmiawidbTStafiiBi Kanp 
Ope^ng B [toy » uia'^bV itng.^aga [rocrn-nrg. 
An-EHOO FHlawad by Ragw hWaan 
Sook Ravlawa by Achaid draca 
Tnrae "C* PTiya^"" ng ■in. 
CBTREE rarlnnd by UttiaarUaMiin 
AMyeo'wcion o'ijxtPTaS»df*Cprogr»!imaf. 
Ph Big Rctwa by Wirran Mng 
T^r'afrpariUt'ia«jF*idTt>aafy wnaiup 
Uodula-a by Stmt FihUaiawail 
Terrpiration rrodu^t^r Banc3im»l»artJ lD(COmp*tf«. 
6B00 AaaamUy Un^uiga by CHrfa Uirtln 
Peeing aniy t4can\plcaBon of rfi{tf^ FQiAna^ 

piva ■ gnat cc<i*ctan oi monthly cdumna- 
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9atr Tlmi rvriawad by 9wa Cimr 

W-e "-a^iSl m ■-«ipr-»wa A'OM b 

Acq^HTSon rivlfwad by David K BUnh 

A'owi^BMTw i9rc^ai*iift94apaMWfjip«ia1arwJai!ataait. 

Butehar 2.0 ravlawvd by Owild HJI 

Awyc3»c:ar ?<(*var» i^igap-ocam^dlita*. 

nia*«3gn'ng WDrkft*itf> Dtaki by Jtf^n Kamin 

EnabBOiiifl»aDO'^can«iv if^a'o'jana 

Prsducf Ouida: Boftaa'a Toda Edibon 

Aimrigc^Bi ^apn>Ax:tlysu naadbptytyQ^/An^itaworit. 

An IFF naadw in librii^flrt> by Wirrwi Slodi 

0*n t* tnt t9 jaa FF 'vacla- rr hAA-Fom 

BaA QracUry San^ca Aogrtm by Bryin Ctlay 

A p'ogt-i- ■'g rviatva a r* 0—*t2mi2tti arrdna. 

C Notaa from Iha C boup by $1ip^an Karnp 

AOeg-Tv'tgi,«;3rnapa*pB'a^C;y35i--fig. 

An Afflliga Fwum Cenfara^ca wtth Jm liackru 

Tha A- 9a raiiaiMiaa^byna'SwErtrwo^huwi.' 

toi Dl Bmm AaaambHf 1 by C«^d HlUI 

Aocmtja'itwfl braa baiMa<n iwan rflnva-cooa itaa^uari. 

Tha 1911 CommMatt Amiga Davdqpara Conftranca 

Canto'a-<cei i -ww podu^cti anrovnced •* Wia.*h"5:an, D C, 

A>rl|fi Wvldng Grevpa by Pirry KInloirttz lAd Eric Livtuky 

Anaua-Haa^rtfii-MvasvaArrv^WaFKing Oogncxioapt 

Tdi»Ftvv)by9kvahuri 

An^ pre-peM r So"^ COMCE X ml ffva h r (ftna 31MH. 

H01 am tha SMvaa by Ukchaif T. Cibn 

NaM lyoducaOOG utioai, imaga pw3a»r^. gdacQC HilH 

B ug S yiM by Joh n 9tBl nar 

B^i i^'OCl n. but Mry dqntcha4l KTl. 

noomari by Tha ttnino 

A30DO hoax, (bi«H ii FAUO, Ucmnh carnal to Tm V^lgt? 

AmlgiNetaa by Rldi flaa 

Arr<;8 Kjd.Q prgcucsrr ova Swamttia WOlT* aula 

Tha Cvnmmd Una by Rich Filcanburg 

EiDtorf-g na -1 J^-ub^riM LIST oon-ind. 

Tabacnfwae 
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(continued from page 54) 
Roadwars by Arcadia S34.99 
Maneuver your invincible interpanetary 
tank to clear the spaceways of killer 
sparks, spikes, barriers, and vicious 
aliens. 
Electronic Arts 

Skyfox $19.95 

You battle alone against a skyful of 
enemy planes in a sophisticated new 
warplane. 
Electronic Arts 

Thexdcr 

by Sierra On-Line S34.95 

Pilot your armored robot through caves, 

cargo holds, and spaceship interiors. 

Transform Thexder into a jet. Over 20 

kinds of aliens, hi-res artwork, 

synchronized soundtrack. 

Electronic Arts, 1820 Gateway Dr., San 

Mateo, CA 94404, (800) 245-4525; in 

CA, (800)562-1112 

Airball $3995 

The Evil Wizard has turned you into a 
rubber ball with a slow air leak. You 
must search over 300 rooms to find 
airpumps, other objects, and the 
spellbook. 
Available soon 
Microdeal 

Goldruiiner S39.95 

Destroy the evil on the Ring World of 
Triton. 
Microdeal 

Insanity Fight S39.95 

Battle in space against the evil Death 
Ship. 
Microdeal 

Karate Kid Part II 53995 

1 or 2 players, joystick or keyboard 
option, sound and graphics. 
Microdeal 

Leatherneck S39.95 

Combat arcade game, 1-4 players. 

Microdeal 



Tanglewood $3995 

Control 5 vehicles in various states of 

disrepair to find the stolen mining rights 

documents, Over 1200 locations, TOOK of 

graphics. 

Available soon 

Microdeal 

Time Bandit $39.95 

l6 lands, ]6 levels per land, over 3000 
screens. Travel through time and space 
for priceless treasures. 

Microdeal, 576 S. Telegraph Road, 
Pontiac, MI 48053, (313)334-5700 

EbonStar $3995 

Skill and strategy. Avoid satellites, armed 

drones, and the Warp, destroy 

competitors. 1-4 players, 50 levels of 

complexity. 

MicroillusiOTts 

Faery Tale Adventure $49,95 
Action, adventure, danger and magic. 
Over 19,000 playable screens, 3-D 
overhead persjsective, music. 
Microillusions 

Fire Power $24.95 

Play One-lo-One against the computer, 
against a friend, or over the modem. 
Rescue your own troops as you destroy 
enemies, 
MicToiilusions 

Galactic Invasion $24.95 

Intcrgalactic dogfight. Invade the enemy 
galaxy and capture and destroy their 
satellite stations. Annihilate the enemy. 
Microillusions 

Turbo $24.95 

Speed through cities, countrysides and 
mountains in this road war game with 
continuous shooting excitement. 
Microillusions, 1 7408 Chatsworth St., 
Granada Hills, CA 91344, (818) 360- 
3715 

Gauntlet $4995 

Arcade adventure game with dungeons, 
traps, and treasures. 
Mindscape Inc. 
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WILKOMMEN! 

WELCOME! 
BIENVENUE! 



Magasins d'ordinateurs & 

I'Etrangeret Marchands de 

Magazines 



Bienvenue au monde slupefiant de 
Amazing Computing™ - un des 
magazines les plus importants pour 
Ics utilisaleurs du Commodore 
Amiga aux Etats-Unis, Amazing 
Computing™ elait Ic premier 
magazine a documenler CLI, le 
preiiiier magazine avec une 1 Meg 
Amiga augmenlalion, et le premier 
magazine a offrir une assistance 
sericuse dc programmalion. 

Ne nicz pas voire grand publique qui 
parle anglais de la sorte de magazine 
qui les fournira avec rinformalion 
complete sur I'Amiga. Vcncz ct 
dcvcnez membrc de notre monde 
slupefiant comme marchand ou 
annonceur. 

Pour devenir un Amazing Dealer ou 
un Amazing Advertiser, nous vous 
prions de vous mellre en contact 
avec: 

Marie Raymond 

Coordinatrice Internalionaie 

PiM Publications 

P,0, Box 869 

Fall River, MA 02722-0869 

(508) 678-4200 

FAX: (508) 675-6002 



Amazins 
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King of Chicago $4995 

Battle the legendary Capone mob for 
control of 1930's Chicago. Fully animated 
3-D graphics. 
Mindscape Inc. 

Leviathan $995 

Fly through three detailed planetscapes, 
vafx>rize all enemy ships in a shoot-'em- 
up in space. Diagonal scrolling 
landscapes and true perspective graphics. 
Mindscape Inc. 

Plutos $2995 

Defeat swarms of alien defenders and 
challenge a heavily armed mother ship in 
an outer-space shootout. Many features. 
Mindscape Inc. 

Q-BaU $2995 

Play pool in a cube. Line up shots in 
three dimensions with no gravity, 8 
pockets, and the ability to rotate the 
table while making your shot. 
Mindscape Inc., 5444 Dundee Road, 
Northbrook, IL 60062, (800) 221-9884; 
(312) 480-7667 

Black Lamp $24.95 

A medieval melodrama pits the hero, 
Jolly Jack, against hostile animated 
characters. Find the enchanted 
lammpsss and win the Princess's hand — 
or die trying. 
Rainbird 

Enlightenment $24.95 

Defeat the evil wizard and his legion of 
undead, through ten lands and a five- 
level dungeon. 15 levels of difficulty, 32 
sf>ells and 5 characters. One or two 
players. 
Rainbird 

Starglidcr II $44.95 

Arcade-style flight simulator puts you in 
control of a futuristic spaceship with a 
sophisticated weapons system. 3D 
animated graphics, digitized sound 
effects and speech. Fly around alien 
planets, destroying Egron patrol craft and 
rescuing alien colonies. 
Rainbird, 3885 Bohannon Drive, Menlo 
Park, CA 94025, (415)322-0412 



Black Shadow $34.95 

Save Earth from a mysterious asteroid, 

outgun the enemy and bomb key 

installations. One player or simultaneous 

combat. 

Scorpions, 19 Harbor Drive, Lake 

Hopatcong, NJ 07849, (201) 663-O202 

Frostbytc 

by StarSoft Development $2995 

Make your way through the caverns, 

rescue the other five Kreezers, collect 

energy and ammunition. 

TDC Distributors Inc., 3331 BarttettBlvd., 

Orlando, FL 32811, (407)423-1987 

Freeway Massacre $39.95 

Driving simulation. You play the 

Freeway Vigilante on the California 

Freeway. 

Available Fall 1988 

Teknoiuare 

KillorBeKmed $3995 

Arcade-style war adventure, l-cad your 
troops into enemy territory to rescue 
soldiers and return them to safety. 
Teknoware, 310 N. Harbor, Fulkrton, CA, 
(714) 871-5650 

Dark Castle $44.95 

Conquer numerous perils and defeat the 
black knight in the Castle of Doom. 
Three Sixty, 2105 S. Bascom Ave., Suite 
290. Campbell, CA 95008, (408)879- 
9144 



Text/Adventure Games 

A Mind Forever 

Voyaging $14.95 

Journey into simulations of the future as 

the first conscious intelligent computer in 

an anti-Utopian world. 

Infocom 

Ballyhoo $14.95 

Rescue the circus owner's kidnapped 
daughter in an adventure-behind-the- 
scenes at the circus. 
Infocom 



Beyond Zork $4995 

Design your own character to unravel 
the mysterious disappearance of the 
wizards of Quendor. New weapons and 
abilities. Includes onscreen map. 
Infocom 

Bureaucracy $14.95 

Get your bank to acknowledge your 
change-of-address form while entangling 
yourself in endless red tape that leads 
you to a ravenous llama and the top of a 
tree in the Zalagasan jungle. 
Infocom 

Cutthroats S 14.95 

As an expert diver, you work with a 
cutthroat gang to salvage the sunken 
treasure of a shipwreck, but you can't 
afford to let them get their hands on it. 
Infocom 

Deadline S 14.95 

"Whodunit" murder mystery with 6 
suspects and a 12-hour time limit. 
Infocom 

Enchanter S 14,95 

You are a novice magician in a world of 

wizards and spells. Combat the Evil 

Warlock, using spells you've acquired 

through your travels. 

Infocom 

Enchanter TrUogy $2985 

Enchanter, Sorcerer, and Spellbreaker all 
in one package. 
Infocom 

Hitchhiker's Guide 
to the Galaxy $14.95 

Take the role of Arthur Dent, who must 
escap>e a bulldozed house and a 
destroyed Earth to travel through the 
universe in search of... well, whatever he 
can find. Based on the popular radio 
program and novels. 
Irtfocom 

Hollywood Hijlnx $14.95 

Inherit Uncle Buddy Burbank's Malibu 
mansion by finding ten treasures hidden 
throughout the house and grounds. 
Search through a lifetime's worth of 
Hollywood memories in your aunt and 
uncle's collection of movie memorabilia. 
Infocom 
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Infldcl S9.95 

You're a soldier of fortune searching 
alone in the Egyptian desert for the great 
secrets of a lost pyramid. Avoid death, 
meet the ancient Egyptians, 
Infocom 

Leather Goddesses 

ofPhobos $1495 

A spoof of 1930's pulp sci-fi. Three levels 

of play — lame, suggestive, and lewd, and 

male and female playing modes. Save the 

Earth from domination by the Leather 

Goddesses of a Martian moon. 

Infocom 

Moonmist $14.95 

Travel to England to hunt down the 
piiantom and search for treasure in the 
secret passageways of Tresyllian Castle. 4 
variations, each with a different solution 
and treasure. 
Infocom 

Nord and Bert Couldn't 

Make Head or Tail of It $39.95 

Come up with the idioms, homonyms, 

and other verbal tricks to complete the 

puzzles in each short story of the town 

of Punster. 

Infocom 

Planetfall $14.95 

Take the role of a lowly deck-swabber 
jettisoned onto a my-sterious deserted 
planet, accompanied by Floyd, the 
mischievous multi-purpose robot. 
Infocom 

Plundered Hearts $3995 

Join Jean Lafond in a dangerous 
adventure to the 17th century West 
Indies. Escape pirates, explosives, reefs 
and crocodiles while avoiding the 
amourous advances of the pirate captain. 
Infocom 

Scastalkcr $9.95 

Underwater adventure in a submarine, 
l^arn to operate the submarine before 
the research center is attacked by a sea 
monster. 
Infocom 



Sherlock: The Riddle of the 
Crown Jewels $39.95 

Take the role of Watson to find the 
missing crown jewels, using clues given 
in riddles. Includes sound. 
Infocom 

Sorcerer $14.95 

Sequel to Enchanter. Rescue your mentor 
Belboz and defeat the evil demon Jeearr. 
Infocom 

SpeUbreaker $14.95 

Part III of the Enchanter trilogy. You 
must save your kingdom even as your 
own powers fade. 

Infocom 

Starcross $9.95 

Discover the key to the galaxy on a 
mysterious spaceship in the year 2186. 
Infocom 

StationMl $3995 

Sequel to Planetfall. A dull assignment 
becomes an exciting adventure when 
you meet your old buddy Floyd and find 
the space station nearly deserted, except 
for an alien ship, an ostrich and a 
balloon creature. 
Infocom 

Suspect $14.95 

You're framed for murder at an elegant 
masquerade ball. Use all your skills to 
prove your innocence, 
Infocom 

Suspended $995 

From a cryogenic capsule, repair your 
home underground capsule by 

commanding six robots. 
Infocom 

The Lurking Horror S39 95 

Explore the nether regions in the 
basements and storage rooms of G.U.E. 
Tech. Confront shapes, sounds, unique 
characters and horrifying sights as you 
solve the challenging puzzles of the 
dreaded horror below, 
Infocom 
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WILKOMMEN! 

BIENVENUE! 

WELCOME! 



AU Foreign Computer Stores & 
Magazine Dealers 



Welcome to the amazing world of 
Amazing Computing™ - one of 
America's leading magazines for 
Commodore Amiga users. Amazing 
Computing™ was the first magazine 
to document CLI, the first magazine 
with a 1 Meg Amiga upgrade 
hardware project, and the first 
magazine to offer serious 
programming assistance. 



Don't deny your large English- 
speaking audience the kind of 
magazine that will provide them with 
complete information on the Amiga, 
Come and join our Amazing world as 
cither a dealer or an advertiser. 



For details on becoming an Amazing 
Dealer or an Amazing Advertiser, 
please contact: 



Marie Raymond 

International Coordinator 

PiM Publications 

P.O. Box 869 

Fail River, MA 02722 

(508) 678-4200 

FAX: (508) 675-6002 
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Trinity Sl4,95 

It's the end of your London vacation and 
the beginning ofWorld War III. Escape 
to another universe before an H-bomb 
vaporizes the city. Learn to travel 
through time and space, back to the 
dawn of the atomic age. 
Infocom 

Wlshbringer $1^95 

A ransom note from a kidnapped cat 
takes an ordinary mail clerk through 
extraordinary adventures to the powerful 
Wishbringer stone. 
tnfocom 

Witness $995 

You're a hard-boiled detective in 1938 
L.A. Find the real culprit of a murder 
case or face suspicion yourself. 
Infocom 

ZorkI $14.95 

The interactive classic that takes you to 

the ruins of an underground ancient 
empire to search for the Treasures of 
Zork. 
Infocom 

Zork U $14.95 

Journey to a hidden region ruled by the 
exiled Wizard of Frobozz. 
Infocom 

Zork m $14.95 

Finish the game by finding out why you 
are in the perilous ruins of the empire 
and what you are supposed to be doing 
there. 
Infocom 

Zork Trilogy S49-95 

Zork I, Zork II, and Zork III all in one 

package. 

Infocom, 125 Cambridge Park Drive, 

Cambridge, MA 02140, (800) 227-6900 

Romantic Encounters 

at the Dome $3995 

Adult text game set in the sophisticated 

hi-tech private club The Dome. 

MicroUlusions, 1 7408 Chatsworth Si., 

Granada Hills, CA 91344, (818) 360- 

3715 



Dcja Vu; A Nightmare 
Comes True 54995 

Mystery adventure with graphics. Solve 
the murder, clear yourself of suspicion, 
and regain your memory. 
Mindscape Inc. 

Uninvited $4995 

Interactive adventure with graphics. 
Search for your brother in a demon-filled 
mansion. Digitized sound and animation. 
Mindscape Inc., 3444 Dundee Road, 
Northbrook, IL 60062, (800) 221-9884; 
(312)480-7667 



Role-Playing/ 
Adventure Games 

Ai^zok's Tomb $3995 

You're a reporter, investigating a story 

about an ancient underground city full of 

mystery, magic, and evil. 

Aegis Development, Inc., 2115 Pico Blvd., 

Santa Monica, CA 90405, (213) 392- 

9972 

AutoducI 

by Origin Systems $49 95 

Based on Car Wars board game, a 
futuristic fantasy role-playing game that 
offers arcade-style action with strategic 
challenges. 
Available soon 
Broderbund Software, Inc. 

Mocblus 

by Origin Systems 55995 

Combines the features of animated 

martial arts games with the challenges of 

fantasy role-playing adventures. 

Available soon 

Broderbund Software, Inc. 

Ultima III 

by Origin Systems 53995 

Fantasy role-playing. Defeat the evil 
wizard, using navigational strategies and 
ship-io-ship combat. Full-color graphics, 
Broderbund Software, Inc. 



Ultima rv 

by Origin Systems $5995 

Fantasy role-playing. Lead your people 

by demonstrating the virtues of 

Avatarhood, Difficult challenges, ethical 

dilemmas. 

Broderbund Software, Inc., 17 Paul 

Drive, San Rafael, CA 94903-2101, (603) 

644-3360 

Gnome Ranger $19 95 

Guide Ingrid through this magical three- 
part graphics adventure game by Level 
Nine. Includes 48-page Gnome diary. 
Constellation Software, 17 St. Mary's 
Court, Brookline, MA 02146, (617) 731- 
8187; FAX (61 7) 731-83 79 

Super HUEY S14 95 

Helicopter flight simulation. Learn to fly 

rotary wing aircraft, perform one of four 

missions. 

Cosmi, 415 N. Figueroa, Wilmington, CA 

90744, (213) 835-9687 

Aaargh by Arcadia S34.99 

3-D hand-to-hand combat adventure 
featuring Cyclops or Godzilla on an 
action-packed quest for the Golden 
Dragon's egg. 
Electronic Arts 

Alien Fires 

by Paragon Software $39. 95 
Assume the role of Time Lord, a mythical 
traveler transcending the barriers of time. 
You are sent into the future to Galaxy's 
End. Your mission: seek out Samuel 
Kurtz, an insane genius who has created 
a time machine you must destroy at all 
odds! 
Electronic Arts 

Alternate Reality: The City 
by Datasoft $39.95 

Fantasy role-playing adventure game. 
Explore The City, fully populated with 
new creatures. Secret doors lead to 
adventure. Internal clock times sunrise 
and weather. 
Electronic Arts 
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King's Quest 

by Sierra On-Line $49.95 

Meet Sir Graham and outwit a witch, 

climb a beanstalk, ride an eagle, and 

battle a dragon. Complete the quest and 

win the crown. 

Electronic Arts 

King's Quest Hi 
Romancing the Throne 
by Sierra On-Llnc $49.95 

Join King Graham on a search for three 
magic keys to an enchanted land. Fly on 
a magic carpel, meet King Neptune and 
Dracula, and rescue the woman of King 
Graham's dreams. 
Electronic Aris 

King's Quest III: 
To Heir Is Human 
by Sierra On-line S49.95 

Help Gwydion break free of an evil 
wizard. Meet merry sailors. Medusa and 
the Abominable Snowman. New self- 
mapped system keeps track of where 
you've been. 
Electronic Arts 

Leisure Suit Larry in the Land 

of tlic Lounge Lizards 

by Sierra On-line S39.95 

Spend a memorable evening on the town 

with Leisure Suit Larry. Romp through 

singles bars, hot tubs, and mean streets. 

A blind date nightmare. Communicate in 

full sentences with 3-D animated 

characters. 900-word dictionary. Adult 

humor. 

Electronic Arts 

Police Quest 

by Sierra On-line $4995 

Mature, authentic law enforcement 
simulation designed by a California 
Highway Patrol veteran. Manual 
describes police procedures that must be 
followed, crime computer gives court 
information on suspects. 
Electronic Arts 

Return to Atlantis $4995 

Novel-sized role-playing adventure in 
which you work as an agent for The 
Foundation to complete 14 missions and 
Find Atlantis. 
Electronic Arts 



Seven Cities of Gold S 1 995 

Rewrite history as Christopher Columbus 
in this historic adventure game. 
Electronic Arts 

Space Quest 

by Sierra On-line S49.95 

Space-fantasy spoof featuring Roger 
Wilco, sanitation engineer-turned- 
interstellar swashbuckler who must save 
his planet against ship-napping Sarians. 
3-D animated graphics, new windowing 
system. 
Electronic Arts 

Starfleet I: The War Beg^ 
by Interstel S54.95 

With one of the most powerful fighting 
cruisers in the universe, protect the 
Alliance from invading warships. Two 
dozen commands, sound and animated 
action, extensive documentation. 
Electronic Arts 

The Bard's Tale $49.95 

Let the Bard use his magical talent to 
help you defeat Mangar, the evil scourge 
of Skara Brae. Sound effects, music, over 
85 spells. 
Electronic Arts 

The Bard's Tale Us 

The Destiny Knight $4995 

A new Bard story with a new villain — the 

Arch mage. More dungeons, clues, 

monsters, wilderness, and more. 

Electronic Arts 

The Black Cauldron 

by Sierra On-Line $39. 95 

Based on the popular Walt Disney 

movie. Several game solutions, music, 

and 3-D color graphics. 

Electronic Arts, 1820 Gateway Dr., San 

Mateo, CA 94404, (800) 245-4525; in 

CA, (800)562-1112 

Destroyer $39.95 

Manage the entire ship, or man a single 
Station. Strategy, skill, and all-out war on 
a U.S. Naval Destroyer. 
EPYX 



2 Meg Memory Expan.sion 

(or Amigi 1000 & ASOO 

$148.00 

Mce KiU «xpindjblc 1o S Mces. 
msseaibly aviilablc 

Bear Time Clock Kit 

lotcriul Kittcry Backup CXoA lor A [000 

S25 Essential Kii 

Iqcludcs scbcmatics and PCB Arlwort. 

Bear Products 

600 University Avenue 

San Jose CA 95110 

(408) 279-1959 

Dealer iaquiries iavitc-d. 



Temple of 

Apshai Trilogy $19.95 

Nearly 600 dungeons and other dark 

places to explore as your charaaer 

adventures through mazes, monsters, and 

magic to mythical Egypt, 

EPYX, 600 Galveston Dritx, P.O. Box 

8020, Redwood City, CA 94063, (415) 

366-0606 

Dungeon Master S39.95 

Real-time dungeon exploration. 3-D 
view. Levels upon levels of monsters, 
puzzles, and more. 

FTL Games, 6160 Lusk Blvd. C-206, San 
Diego, CA 92121, (619)453-5711 

Slaygon $3995 

Save the world from a toxic virus by 
destroying the Cybordynamics laboratory 
with your sophisticated military robot. 
Microdeal, 576 S. Telegraph Road, 
Pontiac, MI 48053, (313) 334-5700 

Dungeon Construction 53995 

Set up new labyrinths and scenarios, or 

create monsters, treasures, and magic 

items. 

Available August 1988 

Microillusions 

Land of Legends $4995 

Dungeon-type adventure game with 

graphics, strategy, character 

development. Many features. 

Microillusions, 1 7408 Chatsworth St., 

Granada Hills, CA 91344, (818) 360- 

3715 

(continued) 
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SUent Service $3995 

Action and strategy, Stalk enemy convoys 
through the waters of WWII's South 
Pacific. You make the crucial decisions. 
Microprose Software, Inc., 180 Lakefront 
Drive, Hunt Valley, MD 21030, (301) 
771-1151 

Defender of the Crown S 49 95 

Lead the Saxon knights Into battle against 
the Normans and win the Crown of 
England. Fully detailed graphics, role 
playing and strategy. 
Mindscape Inc. 

Into the Eagle's Nest $39.95 

Break into the Nazi fortress to rescue 
three Allied saboteurs. Destroy the 
fortress, save art treasures from 
destruction. 
Mindscape Inc, 

Sixibad and the Throne 

of the Falcon $4995 

Epic seafaring quest, Meet pirates and 

genies, test your swordsmanship and 

navigating skills. Full graphics, special 

effects, music. 

Mindscape Inc. 

Shadowgatc S49.95 

Adventure game with graphics. Destroy 
the evil warlock lord, avoiding collapsing 
floors, armed creatures, and other perils. 
Mindscape Inc., 344i Dundee Road, 
Northbrook, IL 60062, (800) 221-9884; 
(312)480-7667 

Paladin $3995 

Animated fantasy combat game includes 

Quest Builder to design your own 

quests. 

Omnitrend, P.O. Box 744, West 

Sirmbury, CT 06092, (203)658-6917 



Oblitcrator $39-95 

You are the last of the genetically 
enhanced Rghting machine. Use your 
bio-engineered abilities to cripple the 
alien vessel and destroy it. 
Psygnosis 



Also available from Psygnosis. 
Tcrrorpods $3995 

Arena $39.95 

Barbarian $39.95 

Deep Space $3995 

Psygnosis, 1st Floor Port of Liverpool 
Bldg., Pier Head, Liverpool L31 BY, United 
Kingdom, Oil 4451 2368818; FAX Oil 
4451 2074498 



DONDRA— 

A New Bediming NA 

The first installment of the Questmaster 
series. Find the Crystal Prism of 
Heheutolol, Animated sequences, 
cartoon-style graphics, 
Available Fall 1988 
Spectrum Holobyte, 2061 Challenger 
Drive, Alameda, CA 94501, (415) 522- 
0107 

Pliantasie $39.95 

Locate the 9 Rings to battle the Dark 
Lord's evil minions. 
Strategic Simulations, Inc. 

Phantaslc HI $39 95 

"Wrath of Nikademus": the final battle 
against the Dark Lord. 
Strategic Simulations, Inc. 

Qucstron n $4995 

Journey into the past to prevent the six 
Mad Sorcerers from creating an evil book 
of magic. 
Strategic Simulations, Inc. 

Roadwar 2000 $3995 

Lead a road gang in the year 2000 to 
locate 8 scientists who can find a cure 
for the results of bacteriological warfare. 
Strategic Simulations, Inc. 

Roadwar Europa S44.95 

Lead a road gang to locate and destroy 
terrorists in post-doomsday Europe, 
Strategic Simulations, Inc., 1046 N. 
Rengstorff Ave., Mountain View, CA 
94043, (415) 964-1353 



Educational Games 

Uncle D's 

ConSOUNDtratlon $3995 

A game of concentration using graphics 

and digitized sound. 3 games: pictures, 

numbers, and letters. Age 4 and up. 

AlohaFonts 

CSV Data Disks 1-4 $24.95 

Additional data disks for 

ConSOUNDtratton. 

AlohaFonts, P.O.Box 2661, Fair Oaks, CA 

95628-2661 

MasterType $3995 

Learn to type with arcade-style drills. 
Scores, WPM speed, and mistakes are 
tracked to monitor your progress. 
Mindscape Inc. 

The Perfect Scorer 
Computer Preparation 
for the SAT $7995 

Covers all areas of the SAT, with 
printout, and a timed practice exam, 
Mindscape Inc., 3444 Dundee Road, 
Northbrook, IL 60062, (800)221-9884; 
(312) 480-7667 

The Adventures 

ofShibad 54995 

3 stories, over 600 questions. 1-2 players 

join Sinbad to earn his fortune and see 

the world. 

Unicom Software Company, 2950 E. 

Flamingo Road, Suite B, Las Vegas, NV 

89121, (702) 737-8862 



Gambling 

Video Vegas $3495 

Try your luck on slot machines, draw 
pioker, blackjack or Keno. 
Baudville, 5380 52nd St. SE, Grand 
Rapids, MI 49508, (616) 6984)888 

Lottery Assistant $3995 

Works with any major lottery. Includes 
random number generator, more. 
Classic Future, 3100 W. Chapel Ave., 
Cherry Hill, NJ 08002, (609) 667-2526; 
FAX (609) 667-7692 
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Casino Fever S39.95 

Play Rouletle, Poker, Blackjack, and 

Craps. Online betting assistance. 
ETIIOS Development Company, 361 7 
Lowson Blvd., Delray Beach, FL 33445 

LoOoMaster S29.95 

Complete program for lotteries, includes 
many wheeling systems, easy to use. 
Gladstone Productions, 7744 Pickering 
Ave., Whittier, CA 90602, (213) 696- 
3372 

Blackjack Academy $39.95 

Learn the basics of Blackjack. 
Microillitsions 

Craps Academy S39.95 

Learn the mysteries of the craps table in 
the privacy of your own home. 
Microillusions, 1 7408 Chatsimrth St., 
Granada Hills, CA 91344, (818) 360- 
3715 

Bingo Parlor $1995 

Talking bingo game for 1 to 10 players. 
Menu choice of game, speed, voice. 
Siher Software, 77 Mead St., Bridgeport, 
Cr 06610, (203)366-7775 

Lottery Magic $24.95 

Keeps track of lottery numbers in all 
states, figures frequency distribution on 
all numbers. Lets you wheel numbers. 
Slipped Disk, 31044 John R., Madison 
Hgts., MI 48071, (313)583-9803 



Miscellaneous 

Bridge 5.0 $34.95 

A complete bridge-playing simulation, 
Artuiorx, 1844 Penjield Rd., Penfield, NY 
14526, (716)385-6120; (800)828-6573 

Software Golden Oldies S 1995 

The original versions of Pong, Eliza, Life, 

and Adventure. 

Electronic Arts, 1820 Gateway Dr., San 

Mateo, CA 94404, (800) 245^525; in 

CA, (800)562-1112 



Dr. Xcs S 29.95 

Psychotherapeutic game uses artificial 
intelligence techniques to discuss your 
mental health and well-being. 
Finally Technologies, 25 Van Ness Ave., 
San Francisco, CA 94102, (415)564- 
5903; FAX (415) 626^455 

Puzzle Buster $3995 

Designed to help the user win puzzle- 
solving contests. Many features. 
Gladstone Productions, 7744 Pickering 
Ave., Whittier, CA 90602, (213) 696- 
3372 

The Surgeon $49.95 

Realistic surgery simulation game. 
ISM Inc., P.O. Box 247, Phoenix, MD 
21131 

Conversation 

with a Computer S34.50 

Entertainment package that doubles as a 

program guide. Includes full-featured 

checker program. 

Jenday Software, P.O. Box 4313, Garden 

Grove, CA 92642. (714) 636-3378 

The Golden Pyramid S29.95 
A game show for the Amiga, complete 
with talking host. Up to five players. 
Micro Entertainment, 14 Wisteria Way 
South, Portland, ME 04106, (800) 255- 
5217; in Maine, (207) 767-2664 

Racter $44.95 

Racter's "artificial insanity" allows you to 
converse with it on nearly any topic. 
Mindscape Inc., 3444 Dundee Road, 
Northbrook, IL 60062, (800) 221-9884; 
(312)480-7667 

Stellar Conflict $39.95 

Word Plex $34.95 

Par Software/Brown-Wagh Publishing, 
16795 Lark Ave., Los Gatos, CA 95030, 
(408) 395-3838 

The Crossword Creator S49.95 
Design, save, and print your own 
crossword puzzles. Fast 40,000 word 
pattern matching dictionary, 
Polyglot Software, 10431 Ardyce Court, 
Boise, ID 83704, (208) 3 75-3741 
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5 to 9 slides-se.SO 
Oven in slides- S8, 00 

Add 52.00 Tor* shipping. 

New York nesldents add soles tax. 

Call (212) 777-7609 FOR DETAILS 

Ask for l[ene--of write TRU-IMAGE 

P.O. Boj( GOO, Cooper Station 

Nov/ Yofk, N.Y. 1027G 



SPOC CollecUon $25.00 

35 entertainment programs. 

S.P.O.C, P.O. Box 299, Kiowa, OK 74553 

Flight Simulator U $4995 

Cessna 182 single-engine plane flight 
simulator with over 120 airports in five 
different scenery areas. 
subLOGIC Corporation 

Sttnery Disk #7 $24.95 

Eastern Seaboard scenery disk includes 

Washington, Charlotte, Jacksonville, 

Miami. 

subLOGIC Corporation 

Scenery Disk#ll $24.95 

Northeastem Border scenery disk 
includes Lake Huron, Detroit. 
subLOGIC Corporation 

Western European Tour 
Scenery Disk S24.95 

Scenery disk includes southern UK, 
northern France, and southern West 
Germany, plus Moscow and a "find Red 
Square" contest. 

subLOGIC Corporation, 713 Edgebrook 
Drive, Champaign, IL 61820, (21 7) 359- 
8482; (800) 637-4983 



(See Vendor List on page 66) 
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Access Software 


Veti 

Constellation Software 


idor Lisi 

ISMlnc, 


r 

Rainbird 




545 West 5ih South 


17 St. Mary's Court 


P.O. Box 247 


3885 Bohannon Drive 


BounUftji. UT84O10 


Biookline, MA 02146 


Phoenix, .MD 21131 


Menlo Park, CA 94025 


(800 298-9077 


(617) 731-8187; FAX (617) 731-8379 


(415) 322-0412 






Jenday Software 




Accolade 


CiMmi Corporation 


P.O. Box 4313 


S.P.O.C. 


20313 Stevens Creek Blvd. 


415 N, Figucroa St. 


GaKlen Grove, CA 92642 


P.O. Box 299 


Cupenino, CA ?0514 


-Wiimington. CA S0744 


(714) 636-3378 


Kiowa. OK 74553 


(408) 446-5757 










Darit Horse 


Micro Entertainment 


Scorpions 


Actionware 


P.O. Box 36162 


14 Wisteria Way South 


19 Harbor Drive 


38 W. 255 Dcerpath Rd 


Greensboro, NC 27416 


Portland, ME 04106 


Lake Hopaicong. NJ 07849 


Batavia^ IL 60510 


(919) 852-3968 


(800) 255-5217; in Maine, (207) 767-2664 (201)663-0202 . | 


ei2) B79-8998; (800) S48-2333 










DigiTek, Inc. 


Microdeal 


Sih'er Software 


Activision 


10415 N, Florida Ave., Su 


Ie4l0 576 S. Telegraph Road 


77 Mead St. 


3385 Bohannon Drive 


Tampa. R 33612 


Pontiac, Ml 48053 


Bridgeport, CT 06610 


Menlo Park, CA ?402S 


(813)933-8023 


(313)334-5700 


(203) 366-7775 


Aegis Development, Inc. 


Electronic Arts 


MicroDlusions 


Slipped Disk 


2115 Pico Blvrf, 


1820 Gateway Dr. 


17408 Chatsworth Sl 


31044 John R. 


Santa Monica, CA 90405 


San Mateo, CA 94404 


Granada Hills, CA 91344 


Madison Hgts., MI 48071 


(213) 392-9972 


(800) 245-4525; in CA (800) 562-1 1 12 (818) 360-3715 


(313) 583-9803 


AlohaFonts 


EPYX 


Microprpse Software, Inc. 


Software Terminal 


P.O.Box 2661 


600 Galveston Drive 


180 Lakefront Drive 


. 3014 Alta Mere Drive 


Fair Oaks, CA 95623-2661: 


P.O. Box 8020 


Hunt Valley. MD 21030 


Foit Worth, TX 76116 




Redwood Qty. CA SM063 


(301) 771-1151 




Arcwonc 


C415) 366-0605 




Specuum Holobyte 


1S44 Penfield Rd, 




Microsearch Inc. 


2061 Challenger Drive 


Penfield, NY 14526 


ETHOS Development Company 9896 Southwest Freeway 


Alameda, CA 94501 


(71© 385-6120, (800) 828-6573 


3617 Lowson Blvd. 


Houston. TX 77074 


(415) 522-0107 




Delray Beach, FL 33445 


a 13) 988-2818 




ASDG Inc 






Strategic Si mulatiot^s, Inc, 


925 Stewart St. 


Finally Technolo^es 


.Miles Computing, Inc, 


1046 N. Rcngstorff Ave, 


Madison, WI 53713 


25 Van Ness Ave. 


7741 Alabama Ave, Suite 2 


Mountain View, CA 94043 


(608) 273-6585 


San Francisco, CA 94102 


Canoga Park, CA 91304 


(415) 964-1353 




(415) 56*-5903; FAX(415) 626-4455 (858) 341-1411 




Baudville 






subLOGIC Corporation 


5380 52nd St. SE 


FTL Games 


Mindscape inc. 


713 Ed geb rook Drive 


Grand Rapids, .Ml 49508 


6160 Lusk Blvd. C-206 


3444 Dundee Road 


Champaign, IL 61820 


(61® 698-0888 


San Diego, CA 921 21 


Northbrbok,n, 60062 


(217) 359-8482; (800) 637-4983 




(619)453-5711 


C800) 221-9884; (312) 480-7667 




Dethesda Softworks 






TDC DistntJUtors Inc. 


9208 Burning Tree Road 


Games tar 


Omni trend 


3331 Bartlett Blvd. 


Bethesda, MD 20817 


3885 Bohannon Drive 


P.O. Box 733 


Orlando, R 3281! 


(301) 469-7061 


Menlo Park, CA 94025 


West Simsbujy, CT 06092 


(407) 423-1967 




C415) 329-0500; FAX (415) 322-0260 




Brodcrbund Software, Inc. 




Par Software/Brown-Wagh Publishin 


J Teknoware 


17 Paul Drive 


Gladstone Productions 


16795 Lark Ave, 


310 N. Harbor 


San Rafael, CA 94903-2101 


7744 Pickering Ave. 


Los Gitos, CA 95030 


FulSerton, CA 


(603) 644-3360 


^)?hittier, CA 90602 


(403) 395-3838 


(714)871-5650 




(233) 696-3372 








Classic Future 




Polyglot Software 


Three Sixty 




3100 W. Chapel Ave, 


Infinity Software 


10431 Ardyce Court 


2105 S. Bascom Ave., Suite 290 


ChenyHiU.NJ 08002 


1144 6Sth St, Suite C 


Boise, ID 33704 


: ■ Campbell, CA 95008 


(609) 667-2526; FAX (609) 667-7 


392 Emeryvilie, CA 94608 
(415) 420-1551 


(208)375-3741 


(408) 879-9144: ; ; 


Command Simulalions 




Psy gnosis 


Titus Software Corporation 


Building »3i 297 North St. 
Hyannis, MA 02603 
: (508)790-1994 


Infocom 

325 Cambridge Park Driv 

Cambridge, MA 02140 


Isi Floor Port of Liverpool BIdg. 

e Pier Head 

Uverpool I51BY 


20432 Corisco St 

Chatsworth.CA 91311 

(81 8) 709-3692; FAX (31 8) 709-6537 




(800) 227-6900 


United Kingdom 




Conflict Recreations, Inc. 




Oil 44 53236 8818; 


. Unicom Software Company 


P.O. Box 272 
Oakdale, CT 06370 


Interplay Productions 
3885 Bohannon Drive 


FAX on 44 51 207 4498 


2950 E Ramingo Road, Suite B 
Las Vegas, NV B9121 




Menlo Park, CA 94025 




(702) 737-8862 




(415)329-0500-. FAX (41 5 


) 322^)260 
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New Cli Window 



&C 



1> by Rich Falconburg 



The COMMAND LINE 



Our discussion so far has concentrated 
on interactive use of AmigaDOS. We've 
seen thai command files will permit us to 
enter commands unattended. This type 
of operation is known as a batch 
process. The EXECUTE command makes 
this possible and is perhaps the most 
powerful function of AmigaDOS. In its 
simplest form, you provide the name of 
the script file to execute. 

1> EXECUTE startup-sequence 

What's this? No path? And I didn't even 
set my default to the S/ directory first. 
EXECUTE will first check your default 
directory and then the S/ directory for a 
file of the name provided. It's a good 
idea to place all of your batch files here. 
EXECUTE then reads the file and 
executes each command it finds in 
sequence. This in itself is not all that 
impressive. VChat makes EXECUTE so 
useful is the Batch execution control 
commands and modifiers that it recog- 
nizes. The default startup-sequence 
shows one — the IF command. The IF 
command provides for flexible decision 
branching with any of the following: 

IFEXlSrSname 
IF <parm> EQ "" 

IF WARN 
IF ERROR 
IFFAL 

ELSE 

ENDIF 

The first option enables us to determine 
if a specific file or directory exists. The 
complete path may he specified. The 
second option will compare the equality 



f\ CoHtimiKP (^ai'de- to tm Cu 

of two text strings. These may be batch 
file parameters and text strings in varied 
combinations. The next three permit 
testing for several levels of command 
failure. The ELSE command facilitates 
further decision branching based on the 
initial IF test. ENDIF closes the if test 
block. Each of the IF modifiers may be 
used with NOT lo invert the logic of the 
test. Let's examine these more closely. 



Are You There? 

The EXISTS option can be useful to 
determine if a particular volume or 
directory is mounted and then to set up 
certain op>eralions accordingly. Here is an 
example for checking for different disks 
containing programs i want to run. If this 
is inserted in the startup-sequence it will 
provide a type of selective startup (albeit 
not a very elegant one) based on the 
volumes mounted. This is really only 
useful for those with more than one 
floppy disk drive. 

IF EXISTS WordProcessIng; 
CD WordProcessIng: 

ASSIGN Docs: WordPfOcessing:Documents 

RUNwp 
ENDIF 
IF EXISTS DataBase: 

CD Dotabase: 

RUNdb 
ENDIF 
IF EXISTS Graphics: 

CD Graphics; 

ASSIGN PICS; Graphlcs;Plcfur^ 

ASSIGN BRUSHES; Grophics;Bajshes 

RUN Paint 
ENDIF 

The names that follow the EXISTS 
command are the Volume names of the 
disks. In each case, if the test is true (the 
volume is mounted) each command 
preceding the ENDIF will be executed. If 



the condition is false, AmigaDOS pops 
up a requestor asking you to insert that 
volume. Click on cancel and control is 
passed direaly to the matching ENDIF of 
that block (IF and ENDIF must always be 
paired), and the lines between are 
ignored. If you own several drives, and 
more than one qualifying volume is 
present, you'd better have enough 
memory, because each program will be 
started. This may or may not be prefer- 
ential. Should you want to prevent this 
from occurring, it's possible lo avoid 
executing that code by using two other 
commands — SKIP and LAB. Add this line 
to the bottom of the previous example: 

LAB Continue 

Now add this line before each line 
containing the ENDIF: 

SKIP ConHnue 

The LAB command establishes a label 
within the Batch file that may be jumped 
to using the SKIP command, Unfortu- 
nately, SKIP wQI only jump forward in 
the file. I'll cover a workaround for this 
later. Each may be used with or without 
the defining name. If a name is given, 
SKIP will proceed directly to the line 
with the matching LAB. If the name is 
omitted, SKIP will jump to the first 
unnamed LAB. If SKIP is provided with a 
non-existent label, the Batch file informs 
you with a message and terminates. 

The RUN command demonstrates 
another feature of AmigaDOS, When a 
program is RUN, it will not tie up the 
current CLI process. Normally, entering 
the program name followed by a 

(continued) 
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AMIGA & COMMODORE 64/128 
COMPUTERS USERS SHOW 



Boston Baysida 
Expo Center 

200 Mt., Vernon St., 
Boston, MA 

Exil 1 5 olf S.E. ixp. Follow Signs 

Sat., Sept. 10, 88 10-8pm 
Sun.. Sept. 11, 68 10-5pm 



• Animation & CAD 

• Business & Database 

• [Desktop Publishing 

• Hard Drives 

• Music Software 

• Games & Entertainment 

• Spoadstieets 

• Hardware, Software & More! 



Ona day Adm. 

Exh. Only S10.00 
w/ Lectures 315,00 
Two Day Adm. 

Exti. Only SI 5.00 
w/ Lectures S25.00 
For info: 1-800-344-3773 
In CA: (415) 388-8893 



Exhibits • Lectures • Classes • Sales 



RETURN keeps the CLI process busy. 
Using RUN permits AmigaDOS to open a 
new CLI process in the "background" 
and start the program there. I use RUN 
here to allow the Batch file to continue 
execution. This is one place where the 
RunBackground command mentioned 
last issue is beneficial. In most cases, 
implementing the RB command prevents 
a process's console window from 
closing. This means that if you use the 
example above in a startup-sequence 
and one of the volumes is present, the 
AmigaDOS console window used by the 
startup-sequence will not close until you 
exit the program on that volume. The 
"ENDCLI >NIL:" at the end of the startup- 
sequence file will be executed, which 
informs AmigaDOS to remove this CLI 
process from the system. That process 
will no longer accept input, but the 
window hangs around cluiiering up 
things. RunBackground eliminates this 
problem (Thanks Rob!). 

The ASSIGN command is used to 
establish a logical name for just about 
anything. I'll cover it in detail when we 
get to devices. Here it is used to simplify 
access to a directory. 



That Does Not Compute! 

There are times when it's necessary to 
check for unexpected conditions. Most 
commands and some programs will 
provide evidence of a problem by 
issuing a return code. This code is an 
integer greater than zero that will 
indicate the severity of the failure. We 
can test for this condition with the IF 
command using the keywords described 
earlier. The return codes for each are: 



WA(?N - equal to or greater than 5 
ERROr? - equal to or greater than 10 
FAIL - equal to or grooter than 20 



Any return code greater than 9 will cause 
the Batch file to terminate. Obviously, 
the purpose of error trapping is to 
prevent this from happening. To check 
for codes greater than 9 we must first 
change the level at which a terminating 
failure occurs. This is done with the 
FAILAT command and must be issued 
before each command we wish to test. 



FAILAT 15 

IF NOT ERROR 

TYPE Instructions 
ELSE 

SKIPCIeonup 
ENDIF 

FAILAT 25 
RUN DennoProg 
IF FAIL 

ECHO "We hove a problem' 

QUIT 30 
ENDIF 



The first example will TYPE the file 
"Instruaions" if ail's well, but will cause 
execution to jump to the label "Cleanup" 
if it detects a return code equal to or 
greater than 10. If the return code is 
equal to or greater than 15, the batch file 
will terminate. The second example will 
cause the batch file lo purposely 
terminate if there is a return code equal 
to or greater than 20. The QUIT com- 
mand forces the termination and 
provides our own return code GO) to 
flag the error. This is helpful in long or 
complicated scripts. The number is not 
required, but if it's supplied it must 
always be greater than the FAILAT level 
or it will not be displayed. This particular 
example will cause the message "quit 
failed retumcode 30" to be displayed. 



Use values with QUIT that are meaning- 
ful to you. In the event of a problem, 
you can determine where the batch file 
failed. The ECHO command prints a text 
string to the console window. 



Pass the Parameter Please 

A significant feature of the EXECUTE 
command is its ability to use "parameter 
substitution." This means that variables 
may be used to carry information to be 
substituted for different op>erations. The 
option that provides this is 

.KEY parameter/ 

condition ,pa rameter/condition . , . 

and MUST be the first line beginning at 
the first column in the script file. Multiple 
parameters are separated by a comma, 

IMPORTANT!! Do not place spaces 
between commas and parameters in the 
.KEY statement. The results are unpre- 
dictable. 

The dot (.) informs AmigaDOS that this 
batch file contains parameter substitu- 
tions. The file is read, and a copy of the 
script file with the values substituted is 
placed in the T/ directory and executed. 
The parameter is a name you provide, 
and may be used elsewhere in the script 
for comparisons and messages by 
placing it between brackets. Initially, the 
brackets are set to the "less than" (<) and 
"greater than" (>) signs. Since these are 
special characters recognized by EXE- 
CUTE, it's possible to use parameters in 
messages. For example; 

ECHO "The file <fllel> does not exist," 

As a result, the ECHO command will not 
be able to display the two bracket 
characters. If this is a problem, it's easy 
to change the brackets to something else 
using the following "dot" commands: 

,BRA( 
.KET) 

The "condition" value may be either /a 
or /k. The /a indicates a required 
parameter to be provided when the 
script is executed. If omitted the message 
"EXECUTE: Parameters unsuitable for key 



6B 
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'parameter/a'" will be displayed. The 
name of the parameter is not required 
when executing the file if the values are 
given in the proper order. The /k 
condition slates that if the parameter 
value is supplied, the name defined in 
the .KEY statement must be entered, 
followed by the value. For example, if 
you set up a batch file called Sortll with 
this statement: 

.KEY TextFile/a,SortName/k 
The command entered should be 
something like: 

1> EXECUTE Sortlt dfl (Customers.txt 

or 
1> EXECUTE Sortlt dfl :Custom©rs,t)(t 
SORTNAME dfO:Cust.srt 

When the script is executed, the name 
"Customers.ixl" will be substituted for 
every occurrence of the parameter 

'TextFile", and the name "Cust.srt" will 
be substituted for the parameter 
"SortName." 

Here is a short batch file I wrote to 
provide a HELP facility from the CLI. It 



shows the potential of simple parameter 
passing. The semicolon (;) is the 
AmigaDOS comment character. Anything 
placed on the line after it will be ignored 
by the EXECUTE command. 

.KEY command 

.BRA{ 

-KET} 

-== AmigoDOS HELP Focllity ==- 

Written by; Rlcti Falconburg 

This command file requires that a descriptive 
!teict file 

(or eoch AmigaDOS command be placed In 
:ttie HELPLIB 

directory. The narDS of the file Is ttie some as 
;thQtof 

the command. 



IF ■(command)' EQ " 

lyPE HELPLIB:Commancfs.tilp 
ELSE 

IF EXISTS HELPLIB:(comnfX3nd) 

TYPE HELPLIB: {command} 
ELSE 
ECHO "Soriy, no HELP for '{commond) ' 

EXECUTE S:HELP 
ENDIF 
ENDIF 



This file demonstrates the equality 
comparison option of the IF command. 
Here it's used to determine if the 
"command" parameter contains a value, 
and if it doesn't, to display a list of the 
AmigaDOS commands 
CHELPLIBiCommands.hIp), If "command" 
is not empty, it then checks the HELPUB 
directory for a file of the same name as 
the one supplied. If found, the file is 
displayed with the TYPE command, If 
the supplied name is not found, an error 
message is displayed and the HELP script 
file is executed without a parameter, 
thereby causing a display of the list of 
commands. 

This last step is a simple form of the 
SKIP workaround that I mentioned. You 
could extend this by defining a parame- 
ter in the .KEY statement and using SKIP 
with parameter substitution. 

Here is a script file named TESTEX that 
demonstrates this. 



(continued) 



BeGinnens 

Have you ever seen a GURU 
MEDITATION ALERT or a TASK 
HELD REQUESTER telling you 
that a program has crashed? 

If you had GOMF in your system, 
you would have been able to re- 
move the program that caused the 
error, and you may not have had to 
reset your computerl 

"GOMF performs flawlessly... [it] is 
not a luxury, it's a 
necessity.... .perhaps the most use- 
ful utility yet introduced for the 
AMIGA." -Amiga World 

Hypertek/Silicon Springs 
205-2571 Shaughnessy Street 
Port Coquitlam, B.C. CANADA 
V3C 3G3 
Dealers: call for special prices! 




tfie gwmSiisUr I 

NEW VERSION !!! 

It's amazing! Now, you can actu- 
ally save data AFTER a program 
has crashed! (Even after a total 
lockup) We call it the GOMF BUT- 
TON. 

GOMF BUTTON $74.95 
GOMF SOFTWARE $39.95 



order boll-Free! 
1 -800-663-8526 

Technical Support 604-942-4577 



experts 

* Restores your memory and sys- 
tem resources after a crash. 

* Remove tasks, processes and 
devices 

* Use from WB or CLI. 

* Includes pages of technical refer- 
ence to assist you with your pro- 
gramming. 

"Anything that can stop this terrible 
[GURU] syndrome desen/esaround 
of applause" 

- Commodore Magazine 

ATTENTION PROGRAMMERS! 
Do you have a great idea for a 
product for the AMIGA? Give us a 
call for more info! 

Other Offerings: 

Deluxe MIDI Interface. Simply the 
best you can buy! Only $95 
TTL monitor interface $99 
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'NEW" PRINTED 3.5" SHUTTERS 



CORPORATE 
CUSTOMERS 




ALSO FOR 5.25" DISKS 



Permanent Identification of your 
Company, Information, or Products. 



I j ^ "My Favorite guys are the boys at Portland-based West Coast 
Telecom. " "They'll do just about anything and da it inexpensively. " 

— John C- Dvorak. PC Magazine 



^^M^ 



SOFTWARE DUPLICATION 



AS LOW AS 

3.5'7$1.20 5.25'7$.49 AT/HD$,95 

AND SOFTWARE PACKAGING 



WEST COAST TELECOM 
FOR DETAILS CALL: (503)620-1888 



.KEV !abel/k 

.BRA( 

.KET) 

SKIP (lobelSONE] 

lABONE 

ECHO -This Is lafc>el ONE,\ ' 
EXECUTE TESTEX LABEL TWO 

LAB TWO 

ECHO "This is label TWO.\ ' 
EXECUTE TESTEX L>\BEL THREE 

LAB THREE 

ECHO "This Is label THREE.X ' 
EXECUTE TESTEX LABEL FOUR 

IAS FOUR 

ECHO "This Is label FOUR.\- 

ECHO -End of teste>c\ ' 
QUIT 

Always clouding the issue, huh? The 
"SONE" next lo ihe parameter for the 
SKIP command is a single substitution 
default value. That is, if no value for the 
parameter is given, the default value is 
used. The "dollar sign" is a separator 
symbol. !f you prefer a different charac- 



ter for the delimiter, use the dot com- 
mand .DOLLAR to change it. 

DOLLAR I 

or 
.DOLLAR \ 

In the example above, the SKIP com- 
mand will have the label "ONE" if none 
is provided when Rrst executed. Without 
a valid value for SKIP, an error message 
is generated. I could have used: 

IF -[label)- EQ " 

EXECUTE TESTEX LABEL ONE 
ENDIF 

It works but adds an unnecessary loop 
(this thing goes in circles enough 
already!). A single default definition can 
be established with the .DEF option. 
Place it right after the .KEY statement as; 

.DEF label ONE 

This sets a global default for the batch 
file to the parameter "label." You may 



use either method for each parameter 
defined in the .KEY statement. 

This example brings up an important 
point. It's possible to execute a batch file 
from another batch file. A good place for 
thb is in the startup. If you own a hard 
drive, you may wish to perform some of 
the boot operations simultaneously. I 
have chosen lo use a separate file to 
mount most of the partitions. I run the 
EXECUTE command on a new batch file 
that will perform the mounts and not 
hold up the rest of the startup. Mere is an 
excerpt from a file named Mounis.stu, 

cdSYS: 

Mount DHl: 
diskchango DHl; 

ECHO ■ DHl ; Mounted as PU6LSH:' 
Mount DH2: 
diskchange DH2; 
ECHO " DH2; Mounted os DATABASE;' 
MOUNT DH9; 
Diskchonge DH9: 
Endcli > nH: 

I'm kind of getting ahead of myself here, 
but I always prefer "real world" ex- 
amples. The MOUNT command informs 
AmigaDOS of a new device in the 
system. I'll cover it in greater detail next 
issue. DISKCHANGE informs the system 
that a new disk has been placed in the 
given device. Normally this command is 
used for an external 5 1/4" disk drive. In 
this situation, it's used to make the 
volume visible to the Workbench and 
user. This batch file demonstrates one 
way of distributing the load in the system 
during startup. You will need to experi- 
ment to see what can be done to speed 
up your startup. If you have programs 
that need special setups before they run, 
try creating a script to make it easier. 

There is much more that can be accom- 
plished using the parameters and 
decision logic available with EXI^CUTE. 
This has only been an introduction to the 
basics. Next issue we'll look at device 
manipulation and the often confusing 
mounllist file. I'll also shed some light on 
the mystery of the ASSIGN command 
and how to use it effertively. 

•AC* 
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AT LAST! 

real-time, LIVE! video on your 
Amiga's screen. 

• True Color: just as it comes from your video source: camera, V(]R, 
TV, anything. Direct, moving, in your Amiga's memory... our patented 
technology. 

• Fast: video images in black & white, 32-color, and 4,096-color HAM. 
See 15 new images everv second in black & white, 12 in color, 4 in 
HAM. 

• Save: moving video, play it back, use it in other programs. I'nlimited 
stills, too. 

• Video Effects: real-time mouse-controled...postenzation, fades, color- 
keying, .strobes, more. 

• Roll Your Own: programmer's \ideo librar\ , hardware documenta- 
tion, examples in C, Basic. 



For more information, contact: 
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A-Squared Distributions Inc. 

61 14 La Salle Avenue, Suite 326 

Oakland, California 94611 

415-339-0339 
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Tumblin' Tots 



Rescue bouncing babies in an assembly language game you can program. 

by David Ashley 



In this article, I will present a game written completety in assembly language. The 
game is Tumbling Tots. The object of the game is to position two firemen carrying a 
trampoline under a hapless baby as it falls from a three storj' building. The more 
babies your firemen save, the more points you accumulate. There are three places for 
the firemen to stand. Hitting number pad keys 1, 2, and 3 maneuvers them to the left, 
middle, and right positions, respectively. The game gets pretty hectic when several 
babies are falling at once. 

The program demonstrates many of the Amiga's features: Jow-res 320 x 200 graphics, 
sound effects, blilter operations, intuition windows and keyboard events. The game can 
be made resident, is re-entrant, and works with extended memory. Moreover, the code 
is complelety address independent. It is also fully compatible 
with the Amiga's windowing environment. 
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On entry, the game is in demo mode. The firemen move 
automatically to protect waves of babies. Hit any digit (not on 
the number pad) to begin play at a specific wave. Press the 
space bar to begin play at wave number one. As the waves get 
higher, more babies are present at the same time, which makes 
play more difficult. In the play mode, number pad keys 1, 2, 
and 3 move the firemen to the left, middle and right, while 
keys 4 and 6 move them in incremental steps left and right for 
more challenging play. Each baby must be bounced three times 
to be saved in the red-cross truck on the right. You need 
liming and good judgement to keep the firemen under the 
babies at the right limes. 



For every baby you miss, you lose an extra baby. (Extras are displayed on the top left 
pan of the screen.) You are allowed five misses before the game ends. WTien a baby 
hits the pavement, you'll hear a grisly splat which might make you feel guilty for your 
error. Every time a baby bounces on the trampoline, the game makes a boink sound. 



Inner workings of the game 

For liming, the game uses the graphics. library function WailTOFO- This syncs to the 
display, and is a good, commonly used liming function. A variable called "speed" 
specifies the number of fields lo wait before moving the babies. It is normally 6, which 
means the babies are moved every 6/60lhs of a second, or 1/lOih. Lowering "speed" 
makes play faster. 

The game behaves differently depending on whether you're in the demo mode or play 
mode. In the demo mode, the firemen are moved by the semi-inlelligenl computer 
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player. That "player" looks ahead to when the next baby will 
have to be bounced. In the play mode, the firemen are moved 
by keyboard events. There is no sound in demo mode, and the 
babies are handled differently to make a more interesting 
display, 



and its size. Each new variable subtracts the size from the 
"soffset" counter and is equated to the new value of "soffset". 
This is a good way to gel variable storage space, since the stack 
is free memory' provided just for such use. Moreover, all of the 
68O0O's addressing modes can be used, 



There are 26 positions for a baby to be displayed on the screen. 
These positions are in the "Iocs" table. A variable "state" 
specifies which positions babies occupy. It is a long word, and 
bits that are one mean a baby is to be displayed there. To move 
the babies, this register is shifted and the display Is updated to 
redect the new state. Only changes from a one to a zero or vice- 
versa are done. For example, in order to move three babies in a 
row, paint a new baby and erase the old baby. 

There is a 64 bit word composed of long words "c)'cler'and 
"cycle 2" representing an entire baby cycle. To set up for a 
cycle, this register is cleared and a number of bits equivalent to 
the wave number are turned on. The 64 bit register gets shifted 
into "state", the visible portion, and the babies are moved. 

Since randomly putting ones in "cyclel" and "cycle2" could 
result in impossible situations where the firemen would have to 
be in two places at once, the game checks to make sure such 
events don't happen by looking for one bits in positions 6, 8, 
and 14 bits to the left and right of each new bit. If any of these 
bits Is a one, the sequence will be impossible. These numbers 
arise from the number of positions between the left and middle, 
middle and right, and left and right bounce positions. 

In play mode, a cycle with as many bits on as the wave number 
is created. When the last bit is shifted out of "state", a new cycle 
is created. Demo mode is different in that instead of separate 
complete cycles, there is a constant supply of babies. So, there 
are always "maxbabies" babies in the total cycle. When a baby 
is saved, another is placed in the 64 bit word to replace him. 

All figures are painted and erased with the blitter. I found it 
easier and more convenient to write to the blitler's registers 
directly, rather than using the higher level functions the graphics 
library provides. The blitter Is locked using the OwnBlitterO and 
DisOwnBlitterO functions. 

The audio device is opened to allow the Amiga's audio chan- 
nels to make the bounce sound. The first command sent to the 
device is an allocate, which will return any of the four channels 
prepared for use (if any is available). To make a sound, the 
period and the volume, the waveform's location and length, 
and the number of cycles to play the sound are specified in a 
cmd_write. The frequency is raised with further adcmd_p>ervol 
commands to make a chirp. If a sound is being made and 
another is pending, the first sound is aborted. 

For variable storage, the program takes memory from its stack 
with the LINK command. This puts the variable base in register 
A5. Variables are then accessed as negative offsets. The offsets 
are set up with the NDS macro, which is given its variable name 



An alternative is to put dc's and ds's at the end of the program 
and use program space for storage, but this has drawbacks. The 
storage area adds to the program's size, and not all variables 
have to be initialized. More important, they must be accessed 
with the absolute long addressing mode, which forces 
RELOC32's to be added to the load module. Each access takes 
up four bytes for a reference, whereas the "variablc(a5)" takes 
up only two. In addition, two tasks cannot be running the same 
section of code, because their variables would collide. 

The images were created with Dpaint and stored as brushes, 

which were then converted to hex with a program like 
ilbmdump on Fred Fish 16, the IFF disk. 

As a final note, the program must be assembled with upper and 
lower case being equivalent. This can be done with the 'C 
option in the Metacomco assembler. 

^^Pllr : ?l;i/s//ng One: Tumbling Tots.asm 



; Tumbling Tots 


written 


19ST by Dav 


-d Ashley 




.■Must be 


assembled with 


upper case 


<"> lower case 


;tab3 at 


10, B, 


20 












hardware 


equ 




SdffOOO 




hardware registers 


depth : 


equ 




3 






nu.T.ber of toitplanes 


nQTiCola : 


equ 




8 






total t of colors 


GXLrnx : 


equ 




50 






X 


of 


extra men 


eittray: 


equ 




IS 






y 






distance 


equ 




20 






dots 


between extras 


scorex: 


equ 




25D 






X 


at 


score 


scorey ; 


'equ 




15 






y 






speed : 


equ 




6 






l/SOs between cycle 


maxbabB : 


equ 




8 






max on screen ever 


tit lex: 


equ 




150 






X 


of 


title 


titlfjy: 


equ 




40 






y 






raenlx: 


equ 




34 






K 


of 


left firemen 


nen2x: 


equ 




124 






X 


oC 


middle firenen 


r.en3x: 


equ 




214 






X 


of 


right firemen 


r-.eny: 


equ 




175 






y 






splaty: 


equ 




meny+17 




y 


of 


splat 


n^raex; 


equ 




160 






X 


of 


name 


nancy: 


squ 




BO 






y 






trucltxi 


equ 




290 






X 


of 


truck 


crucky; 


equ 




157 






y 






blliliJX: 


equ 




D 






X 


□ f 


buildingi 


buildy: 


equ 




13 






y 







ifnd exec_types_i 
include "exec/types. i" 
include "exec/mempiry ,1" 
include "intuition/intuition. i" 
include "librarlea/doscxtens . i" 
include "warltbench/worltbench . i" 
include "workbench/ startup,!" 
include "devices/audio, i'" 
include "hardware/custom. i" 

Include "Ivo.i" ;thi5 has the _LVO definitions 
if yorj have it, you vill 
; not need amiqa.lib 
ende 



link a5, tworkspce 

move, 1 4 . w, execbase (aSt 

move . 1 4.v,a6 

suba , 1 ,al,al 

jsr Ivoflndcask^afi) 

move. 1 dO, my task (aS) 

lea lntn$me{pc) ,al 

moveq *Q,dO 

jsr IVQopeniibrary (a6} 



: get variable storage 

jsave execbase 

;set L:p for exec calls 

; no name 

; find task block 

; save 

;open up intuition 



(continued) 
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n 



notch Ip: 



Inchip: 



move 4 1 


dD,intbaseU5) 


lea 


qfxnaraotpcl ,al 


iBoveq 


«o,dO 


j=r 


Ivoopenlibrary (46) 


move-l 


d{)rgfxbase(a5l 


le« 


dosnara(pc) ,ai 


raovcq 


*0,da 


jsr 


_lvoopenllbrary (a6) 


nove.l 


dO, dQsbasG (aS) 


clr.l 


returnmsq (a5) 


move.l 


mytas]cia5),a4 


tst,l 


pr_cli(a4> 


bne.B 


nowb 


lea 


pr_nsgport ra4),a0 


jstr 


_lvoHaltport fa6) 


lea 


pr_rasgport (a41 ,aO 


jsr 


_lvogetmsg (a61 


move.l 


<40, returnmsq (aS) 


move.l 


d0,a4 


move . 1 


sm argiist (a4| ,dQ 


beg. s 


nowb 


move . 1 


dO,a4 


move . 1 


wa_lack(a4),dl 


IDDVB . 1 


dosbaselaB] ,a6 


j5r 


_lvocurrefiCdlf (a6l 



bsr. s 

move . 1 

move . 1 

bcq< s 

jar 

raove. 1 

jsr 

move.l 

jsr 

novel 

35r 

ITLOVe . 1 

j« 

unlk 
rts 

lea 

raove . 1 

jsr 

moveq 

and.l 

beq.3 

lea 

move.l 

Clx,l 

bra.s 

move ^ 1 

moveq 

jsr 

move,l 

move.l 

beq 

iDOve.l 

lea 

move 

xove 

subq 

bne.a 

lea 

laove.l 

jsr 

move^l 

beq 

lea 

raove . 1 

move . 1 

lea 

move . 1 



lea 

jsr 
move, 
beq 
move, 
move , 



lea 

moveq 

bsr 

lea 

ir.oveq 

bsr 

lea 
lea 

moveq 
moveq 
move . 1 



tots 

4.W,a6 

returruBsg (e&) , d4 
nowb2 

_lvoforbid{a6} 
d4,al 

_lvoreplymsg(a6) 
dosbaae faS) ,al 
_luo[::lose library la.€) 
gfxbase taS) ,al 
_lvocioselibrary [aS) 
intbase (aS> ,a}. 
_lvoclosqlibE"ary (aS) 
a5 



: open up graphics 



; Open up do 5 



; clear rflturnmsg 
.-get process block 
;tost. if from CLI 
;lf ne, from CLI 
;get msqport 
;ualt for Vi3 message 

: get rr.es5aqc 
; save 

;just in case flaky 
: should never happen 

;qet locJt on, directory 
; setup for dos calls 
•change current dlr 

:call main routine 

.-setup for cKec calls 
;^get returnnsg 
;if eq^am front CLI 
; othcruiae forbid 

; send back to WB 

; close dos 

.-close graphics 

.-close intuition 
release variables 
return 



datastart (pc) , al 

execbase (aS) , a6 

_lvotypeorme7n ( a e J 

♦niem£__chip, dl 

dO,dl 

notchip 

datastart (pc) ^al 

al, memory (aS) 

allocated ta5] 

inchip 

f dataend-data5tart,dO 

*aeTnf_chip,dl 

_lvDallocmem(a6) 

dO, memory (a51 

dO,aHociited(a5) 



.-get baje of data 
:set up for execs 
; see what type 



ii It CH1P3 
if BO, all otc 
data area 
didn't allocate 
;s)cip ne*(t stuff 



dO,al 

datastart tpc] ^ aO 

t (dataend-datascart)i/2,dO 



get sotlc CHIP Tf.&si 
data area 
did allocate 
eult If can't get 



(aOj+, {al)+ 

♦ l.dO 

copymem 

nscreen (pcli , aO 

intbasetaSl ,a& 

_lvoopcnscreBn(a6) 

dO, baby screen ( a S) 

noscreen 

nwindoM+nw_screen (pel , aO 

dO, (aO) ; put in screen 

dO^aO ; in newwindow struct 

sc_bltmap+bn_planDa(aOJ « a I 

al,myplanes (aS) j save bitplancs 



jcopy data to CHIP 



; setup for inc. callic 
;open up our screen 
: save 
:Bxit if can't open 



nwindoH<pc) j aO 

^IvoOpenwindow (a6) 

dO,b3bywindou(a5) 

nowindow 

dO,aO 

wd userport |aO)i , uport |aS} 



open our uindow 

£ave 

exit of can't open 



our IDCKP port 



soundio (aSy ,aQ 
#ioa_si2eof ,da 
clearmem 
soundport (aS) ,aO 
#inp_size,dO 
clearjiiera 

audname (pcji ,aO 

soundio (aS|i ,al 

10, dO 

#0,(J1 

execbase ( a S > ^ a 6 



.-clear out 10 block 



.-clear out msgpcrt 



raoveq 

jsr 

lea 

clr.l 

clr.b 

move.b 

move.b 

inove.b 

move.l 

move. 1 

addq.l 

clr.l 

maVD . 1 

lea 

move , I 

move 

lea 

move.l 

moveq 

move.l 

move . b 

move . 1 

jsr 

tst.l 

bne 

lea 

lea 

raove . 1 

move 

move. 1 

move. 1 



extralp: 



move.l 
lea 
lea 
moveq 
move . 1 

bsr 

move.b 

clr.l 

move 

move 

move 

moveq 

bsr 

bsr 

moveq 

bsr 

subq 

bne. 9 

movo 

move 

moveq 

bsr 

bsr 

movaq 

move 

moveq 

bsr 

bsr 

Eove 

move 

clr 

raove 

move 

moveq 

moveq 

bsr 

bsr 

move 

moveq 

moveq 

bsr 

bsr 

moveq 

bsr 

raove 

move 

moveq 

bsr 

move 

bsr 

move 



moveq 

moveq 

moveq 

move 

subq 

bsr 

bsr 

add! 

sybq 



.'open audio device 

;get a signal bit 
; setting up for audio 
; no name 
^priority - D 



_lvoopendevice («£} 

#-l,dO 
Ivoalloesignal (at} 

soundport (aS) ,aO 

ln_namefaOt 

ln_prl (aQ> 

♦nt_rasgport, lti_typc (aO) 

#pa_signal,np_flags(aa) 

d0,rap_slgtilt (aO> .'put in signal bit 

mytasX(a5>,rap_sigtaskfa0j 

aD- UOl .-Initialize header 

#lh_tail, taOl 

lh_tail(aO) 

aO,lh_tailpred(aO| 

soundio (a&) , al .-prepare for allocate 

aQ,mn_replyport (al > 

i'adcmd_al locate, io_commarjd (al ) 

audiomap(pc),aO .-map for which channels 

aO, ioa_data (al) 

*4,d0 ,* f our elernents 

dO,ioa_length (al) 

♦ adiof_nowait, io_f lags (al) 

io_device{al) ,a6 

.■try to allocate 
.-ignore if failure 



dev^beginlo (a6} 

dO 

error 

soundio (aS ) . aO 

io3(a5),al 



;copy stuff to la2 



iodevicc (aD) , io_device<all 
lo3_allocitcy (aO 1 , ioa_3llockey (alj 
mn_replyport (aO) ^renreplyport lall 
io_unit {aC),io unitUlJ 



babyscrecr; (asy , JiO 

sc_vicwport (aOKaO 

ctable (pc^ , al 

fnoracoLs, dO 

gf xbase (ab) , a6 

_lvoloa(lrgb4 {a6) 

clcarops 

fSda,seed(a5) 

state (aS) 

*nieny,dl 

Inienlx^dO 

dO, place (a5> 

40, d2 

figure 

doops 

#:00,d4 

rnd 

fl,d4 

random 

#truckx, do 

ftrucky, dl 

41B,d2 

figure 

doops 

*buildx,dO 

#huildy,dl 

#19, d2 

figure 

dpops 

tS,babiesUS) 

fl,wave(aS) 

saved (a^V 

#1, attract (a5| 

♦titlcx,dO 

#titley,dl 

115, d2 

figure 

doops 

lnaraex,dO 

lnamey,dl 

417, d2 

figure 

doops 

tO,dQ 

update 

tsplaty,dl 

tmenlx+24r dO 

tie,d2 

erase 

♦ rcenSlx+ZI, dO 

erase 

*menax+24,d0 

erase 

doops 



J get our screen 
.-get our viewport 
;out new colortable 



.■load neu colortable 
.■eiear blitter ops 
: random seed 
.'Clear 32 baby bit 9 
,- setup for firemen 

;men are on left 

1 put men 

.•do blitter operations 

;toss 100 random #'3 



; setup for truck 



,-put trucic 

;do blits 

.■setup for building 



.-put building 

.'do blits 

; 5 extra babies 

;yave 1 

; saved - 

; gane in attract mode 

.- set up for title 



-■put title 

; do blits 

; setup fot tiaice 



r put name 
,-do blits 



.-update, all babies off 
.-clear all splats 



; erase splat 1 
; erase splat 2 



;erase splat 3 
;dO blits 



.'set up for extras 



textrax, da 
fextray, dl 

#l.d2 

babies <a 5) , count (45) ; temporary counter 

tl,babies(a5) 

figure ;put extra baby 

doops ;dG blits 

#distance,dQ ;move to next extra 

♦ l,count(a5} .-((eerement count 
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bne . 3 


extralp 


loop bacJt 




move 


fspeed, timer (a5) 


initialize timer 




move 


#scorGx-SO, dO 


wdveK is scorex - 50 




inaueq 


♦scorey^dl 






bsr 


clearnura 


blank out wave nunber 




move 


waveUS),d2 






move 


#3CDrex-S0,dO 






moveq 


#acorey,dl 






bar 


putnuiB 


put Up uave number 




move 


IsooreX/dO 






moveq 


#scorey, dl 






bsr 


clearnms 


blank out score 




move 


save(Ha5Kd2 






move 


f scorexj dO 






moveq 


flscorey, dl 






bsr 


putniitn 


put score 




clr.l 


cyclelUSl 


clear 64 baby bits 




clr.l 


cycle2<aS) 






clr 


babieaon^aS) 


clear display bits 


loop: 


move .1 


gfxbase{a5) ,a.6 


set up for graphics 




jsr 


Ivowaittof {a6t 


wait for top of field 




bsr 


what 


any keyboard activity? 




move 


COde(a5),dO 


get code of last key 




tat 


attractUS) 


are we in attract 




beq. s 


normplay 


if not, behave normally 
we are in attract mode 




cmpl 


#545, dO 


was it an ESC? 




beg 


exit 


if so, exit 




tst 


dO 


if O,iio key vas hit 




beq 


atrmode 


continue attract 




crnpi 


tlO,dQ 


was it a digit key? 




face. 5 


nowavset 


if >~ia, was not 




move 


d0rWave{a5) 


ciD, so store in wave 




bra . 3 


waveaet 


set which wave 


nowavset 


crnpi 


#S40,dO 


was it space? 




brie 


atrmode 


tf not, ignore and cant 




move 


#l,waueisS) 


space means wave 1 

waveset: a game is 
starting, do setups 


wauGset: 


clr 


attract (aS) 


no longer attract mode 




clr 


savediaS) 


zero out score 




move 


#s,babiesta5| 


5 extra babies 




move 


#titlex,dO 


set up for title erase 




movcq 


#titley,dl 






moveq 


#15, d2 






bsr 


erase 


erase title 




bsr 


doops 


do blits 




move 


#namex,dO 


set up for name erase 




moveq 


tnamey, dl 






jiioveq 


H?,dZ 






bsr 


erase 


erase name 




bar 


dOOp3 ; 


do blits 




bra 


restart ; 


go to restart 


atrn'.Ddei 


bar 


computer 




norxplay ; 


est 


dO 






bml. 3 


nohit 


ignore negatives 




cmpl 


#E4 3,dO 


was it ESC? 




beq 


exit 


it so, exit 




subl 


#Sld,dO 


try keypads 123 




bca.s 


nohit 


not IZi or 46 




cmpl 


#3,dO 






b::s . 5 


absolute 


yes, was 123 




SUbi 


#S10,dO 


try 4^ 




bcs . 3 


nohit 


not 46 




beq. 3 


tryieft 


if it was a 4 




cmpl 


#2,dO 


ia it 6? 




beq. a 


tryrlqht 


yes 




bra .s 


nohit ; 


ignore it Othervise 


trylcfC: 


Cfflpi 


Imenlx, place (a5) ; 


try to go left 




bGq.3 


nohit 


already on left side 




move 


place (a5),dQ 


not an left, so ok 




SUbi 


#90, dO 


move left one 




bra.s 


delta 


continue 


tryright: 


cmf>i 


#men3x,place{a5) 


try to go right 




beq. s 


nohit 


already on right side 




move 


placets), dO 


not on right, ok 




addl 


#90, dO 


nove right one 




bra . 5 


delta 


continue 


absolute 


mulu 


#90, dO 


an absolute, 012x90 




addl 


#iiienlx,dO 


add in left nun's x 


delta: 


move 


place(a5),dl 


see if any change 




cmp 


dl,dO 






beq.s 


nohit 


if same, don't bother 




move 


dO,place(aS) 


update firemen^ s place 




move 


dl,dO 


set up to erase old 




move 


♦meny,dl 






moveq 


t0,d2 


figure is firemen 




bsr 


erase 


erase old 




move 


placelaSl ,dO 


set up for new 




bsr 


fiqure 


put new 




bsr 


doops 


do blits 


nohit : 


nsr 


3ndchnge 


perhaps change sound 




subq 


#l,timer(a5) 


subtract 1 from timer 




bne 


loop 


if not 0, no change 
in babies 




move 


♦speed, timer (a&l 


restore timer 

{continued) 



ARexx ... Only $49.95 

The REXX Language for the Amiga 

ARexx is a multita.skitig implementation of the REXX 
language, an elegant high-level language especially suited 
for macro-processing and general programming tasks. 
REXX has a clean, simple syntax that makes it easy 
to learn ... an ideal "first language." And experienced 
programmers will appreciate more advanced features like 
compound variables, the INTERPRET instruction, and 
source-level debugging. 

• Interactive, Interpreted Operation 

• Exceptional String-handling Facilities 

• Built-in Library with Over 75 Functions 

• Built-in Source-Level Debugger 

• Compact, Reentrant code — Only 32K 

The Emerging Standard 
ARexx is rapidly becoming the standard for macro ex- 
tensibility and inter-program communication. It defines 
a command interface that allows REXX macros to com- 
municate with other software and lets the end u.ser build 
integrated applications. Products supporting the ARexx 
interface include AmigaTEX from Radical Eye Software, 
TxEd-Plus from MicroSmiths, C.A.P.E.68K from Inova- 
tronics, and our own WShell — and many more appli- 
cations are under development. 

Now Available! WShell ... Only $50 

The WShell is the command shell you've always wanted. 
It goes well beyond the CLI and 1.3 AmigaShell in fea- 
tures and convenience of use, providing command aliases, 
resident and built-in commands, an implicit "CD", and 
concurrent piping. And yet WShell is fully compatible 
with the CLI, so you can run ail your existing software, 

• Line Editing/Command History/Aliases 

• Built-in Commands/Resident Commands 

• Prompt String/Window Title "Variables" 

• Concurrent Piping 

• Transparent Support for ARexx Macros 

• Script-bit Support for "Execute" Scripts 

• Compact, Reentrant Code — Only lOK 

With WShell you can use REXX-language macro pro- 
grams like executables — even as filter programs in a 
piping system. Use the source-level debugging to single- 
step through a complex system of concurrently-running 
"piped" programs! 

ARexx and WShell are available at better dealers, or you 
can order them directly from the author. Send check or 
money order plus $2.00/item shipping to: 

William S. Hawes 
P.O. Box 308 
MA orders add 5% sales tax Maynard, MA 01754 
Dealer inquiries invited! (617) 568-8695 

Amiga is a trademark of Commodore- Amiga, Inc. 
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tat 


attract (ii5) 


arc WD in attract mode 


cnp 


old(fl5),d2 




;wern they thorej 




beq. 9 


noattr 


if not, skip 


beq.s 


bounce? 




jyes, baby bounced 




btst 


#0,statet3{A5) 


did a baby n<.ake it? 


bclr 


dl,dO 




; clear baby bit 




beq.s 


nodechnab 


if not, skip 


bsr 


death 




.■kill baby 




3ubq 


#l,babie5on(a5) 


one fewer in cycle 


bra.s 


no2 




;s'^ip sound 


rodecbab: 


cicpi 


«]xaxbabB,babi<!9QnU5) 


.-are there too many? 


bouncB2: bsr 


sound 




;r<ake a bounce so'jnd 




bcc 


ordinary 


if so, skip 


no2; ftioueq 


#2,dl 




.'last place for baby 




addq 


♦l,babiescn(i5) 


we will add one 


btst 


dl,dO 




:i3 haby there? 




novel 


eyclel (aS) ,d4 




t}eq. s 


na3 




;if no, skip 




move.l 


cycle2(aSl,d5 




move 


#men3x,d2 




«-men should be 




noveq 


♦ l,d6 


add only one baby 


cmp 


plac^BfaS) ,ti2 




.-are they hero? 




bra ,.5 


pickloop 


go and pick one 


beq. s 


bounce3 




;ye3, baby bounced 


noattr : 


tst.l 


cyclelUSl 


are there more? 


cmp 


old(a5) ,d2 




.-were they there? 




bne.s 


ordinary 


yes, keep qoing 


beq.s 


bounces 




.-yes, baby bounced 




t>t,l 


cycle2(a5) 


are there jaore? 


bclr 


dl.dO 




.'Clear baby 




bne.s 


ordinary 


yes, keep qoinq 


bsr 


death 




,-)till baby 








we are all out 


bra . s 


no3 




,-no sound 




tst.l 


state (a5) 


are we in deino? 


bounces : bsr 


soand 




,-make bounce sound 




bne« s 


ordinary 


if so, keep going 


no3 : bsr 


update 




; update display 








following code: 


move 


place{a5),old(35) 


.-old - place 








d4 and dS are 


btst 


#Q,statc+3(a5) 




;did a baby make it? 








a 64 bit word 


beq 


loop 




.-no, continue 








which represents 


tst 


attract (aS) 




rare ue in attract mode 








the baby cycle 


bne 


loop 




.-if so, continue 




movflg 


♦ l.dS 


always first baby here 


addq 


«l,savedU5),d2 




:anothor baby saved 




moveq 


10, d4 


clear cut upper 32 


move 


3aved ta5l , a2 




jprepare to show score 




move 


waveUS),d6 


how irary babies to put 


move 


•scarex, dO 






wauQput: 


subq 


#l,d6 


sub one from counter 


moveq 


4scorey,dl 








beq.3 


cycinade 


i£ zero, ue are done 


bsr 


putnum 




.-put up score 


picjcloop: 


b3E 


rnd ; 


qet a random number 


;thl3 next check: 


is to see if we are 


Ln a new Wave. 


andi 


♦S3f,d0 


make C-e3 


;wavelens is a table of the chingeave 


r points for 




tst 


attract (aS) 


if attract, confine 


;new waves 














to >H 


move 


wave(aS) ,dO 




; see it In new wave 




beq,s 


cnderU 


not attract, so skip 


lea 


wavelGns-2 (pc) , aS 






crapl 


#!4,d0 




adda 


dD,aO 








bC9. s 


picfcloop 


if cl4, try again 


adda 


dQ,aO 






undBrH J 


cmpi 


#32,40 


which 32 bits? 


move 


iaO) ,dQ 




;get count for next 




bCB.S 


lnlow32 


<:32 means d5 


cmp 


saved(a51,dQ 




;are ue far enough? 




btst 


d0,d4 


otherwise, check d4 


bcc 


loop 




.-not far enough 




bpa.3 


inhigh32 




addq 


*i,wavela5) 




;we are in new wave 


inlow32: 


btat 


dQ.dS 


check dS 


move 


wavefa51,d2 




,'prepare to show wave 


inhigh32: 


bne. s 


picJcloop 


a one bit means baby 


move 


♦scorex-SO,dO 






;th€ fall 


ovlfig code checlcs for an i!::po 


tsible baby 


moveq 


♦scorey,dl 






jsit-jatlon, where 


the fireraeri would ha^ 


/e to be in two 


bsr 


putnum 




.-put now wave nuxber 


;plac(!9 a 


:: once 






bra 


loop 




,-cont inue 




lea 


bitlocB(pc),aO 


prepare for check 


cKit: move.l 


execbase (aS) , a6 




.-game over, close up 




fTsQueq 


*e,d2 


there are € possible 


lea 


3oundio(a5) ,al 








moveq 


#Q,d3 


collision count - 


jsr 


Ivoclosedevico 


lag) 


;close audio device 


bitchecl;; 


rnove 


dO,dl 




move.b 


SDundporttmpsigbit jaS) r^O 




add.b 


taO) t,dl 


bit 1 + offset - test 


Jsr 


luaf reealqnal ( 


a61 


; free signal bit 




cmpi . b 


464, dl 


off scale? 


move.l 


babywindowfaS) , 


aO 


;get our window 




bcc 


noincr 


yes, don't check 


move . 1 


intba3ela5),a6 








crr.pi.b 


♦32, dl 


which 32 bits? 


Jsr 


_lvaclosewindow 


tag) 


; close Our window 




bcs.s 


low32 


<32 fceans low 32 


novindow: ntove.l 


baby screen (aSj , 


aO 


;qet our screen 




btst 


dl,d4 


-otherwise check upper 


move . 1 


intba3e(«5>,d6 








bra. 5 


high32 




jsr 


_lvoclosescreer.u6) 


.-close our screen 


10W32: 


btst 


dl,d5 


-check d5 


noscrocn: move.l 


allDcated(a5>,dl 


.-free CHIP mem if there 


high32; 


beq.s 


noincr 


-a zero bit means crapty 


beq . s 


nomem 




;tero means didn't qet 




addq 


»l,d3 


-a collisioniincr count 


move . 1 


dl,al 






noircr ! 


flubq 


#l,d2 


-any checks left? 


move . 1 


tdataend-datastart. 


dO ;aizo of it 




bne. $ 


bitchecK 


; If so, continue 


move . 1 


execbaselaS] , a6 








tat 


d3 


-must bo zero for ok 


jsr 


_lvofrcemem(a6) 




.-free it 




bne.s 


pickloop 


;if >0, try again 


nomom: rts 






.-finally return 




crapl 


#32, dO 


; which 32 bits? 


;this handles a baby's death. Put 


a s 


plat and 




bcs.s 


Iow32set 


;if <32, low 32 


.■decrement extra 


babies, perhaps 


end 


game 




bset 


dO,d4 


; otherwise, put in high 


.■enters with d2 t 


he X to put the 


spla 


y 




brA. 9 


hiq32set 




;dO is the visible portion of the 


cycle, so preserve it 


lDw323et 


bset 


da,d5 


; put in low 


death: move.l 


d0,-ta7) 






higazaot 


bra. s 


waveput 


■continue with loop 


move 


d2,dO 




:sct up for splat 


cydjtiader 


move.l 


d4,cycli!Ua5) 


■ue are all done 


add! 


«24.dO 








move.l 


d5,cycle2{a5) 


■ store the cycle 


move 


fsplaty, dl 






ordinary 


moveq 


»0,dO 


-now cames updating 


Royeq 


♦ 16, d2 








roxr 


11, dO 


'Clear extend flag 


bsr 


figure 




.-put splat 




roxr 


cyclel (aS) 


-shift entire cycle 


bsr 


doops 




.-do blita 




roxr 


cyclel+2(ab) 


•one bit right in tine 


move 


babiesfaS),dl 




.-get ♦ of babies 




roxr 


cycie2ta5) 




beq 


toobad 




,-if zero, game over 




roxr 


cycle2+2(aS) 




subq 


#l,babie9(aS) 




; one fewer 




move.l 


$tatelaSt,dO 


-now shift into visible 


mulu 


♦distance, dl 




.'Compute where to erase 




roxr. 1 


«l,dO 




moveq 


#extrax,QO 








moveq 


#16, dl 


place for first bounce 


add 


dl,dO 








bC9t 


dl,dO 


any baby there? 


moveq 


♦extray, dl 








beq.a 


nol 


if bit is 0, none 


moveq 


*l,d2 








moveq 


fmenlx, d2 


where men should be 


bsr 


erase 




; erase an extra baby 




cmp 


place{a3)«d2 


compare with place 


bsr 


doops 




;do blits 




beq.s 


bouncel 


good! a bounced baby 


move.l 


<a7)*,dO 








enip 


old(a5),d2 


compare with last 


rts 










beq. 3 


bouncel 


last Is good too 


;the game la over 


. Do not restore 


dO 


and do not return 




bclr 


dl,dO 


player lost one 


;ao throw away things on stack 








bsr 


death 


baby is paste 


toobad: addq 


#8,a7 




.' dO and retad 




bra. 5 


nol 


don' t make sound 


move 


*l,bAbleata5> 






bounce 1 : 


bsr 


sound 


make a bounce sound 


bra 


re3tart2 




: restart 


nol: 


moveq 


«B,dl 


second bounce place 


;this routine put 


s a number 








btst 


dl,dO 


any baby there? 


jd2 i» the number 


,dO-x and dl-Y 








beq. 3 


no 2 


none, so skip 


;we print it from 


right to left, dividing by 10 




move 


#raen2x,d2 


where men should be 


;and printing the 


remainder 








crnp 


place(aS),d2 


are they there? 


putnum: move 


d2, temp(BS) 




,-put In temp storage 




beq.B 


bounce 2 


yes, baby got bounced 


move 


#4,countUS) 




.-never more than 4 
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number Ip: 


move 


tempjaSI ,d2 






GXt.l 


d2 






divu 


»10,d2 


divide by IQ 

d2 low 16-result 

d2 high l6-remainder 




move 


d2,temp(a5J 


put back in terap 




awap 


d2 






addq 


t5,d2 


make it a digit 




bsr 


figutB 


put it 




bsr 


doopa 


do blits 




tst 


temp ( a S ) 


any more digits? 




beq. 5 


alldlgs 


if zero^ we' re done 




subq 


#a,ao 


move left one place 




3ubq 


*1, count (aS) 


did we print A yet? 




bne,3 


numberlp 


If not, continue 


alldiga: 


rts 






.-clear out where 


a number is to be displayed 


;dO-X,dl- 


Y 






clearnum 


move 


#4, count U5J 






moveq 


♦ 5,d2 


do 5 just to be sure 


clearlp: 


bsr 


erase 


blank out 




bar 


daapB 


do blits 




subq 


IS.dO 


move left one 




subq 


11, count (flS) 


any letrt? 




bne.s 


clearlp 


if so, continue 




res 






;Thl3 routine upd 


ates the visible port 


Lon of the cycle. 


;It will 


erase babies where they are turned aZt, 


;and display babi 


es where they are turned on. 


;If bits 


st^y the 


same, nothing is done. 


;Enter with dO th 


e new state 




update; 


jTiove.l 


state (a5),dl 


get old state 




move.l 


da,state(a5) 


update state 




eor <1 


dO,dl 


get changing bits 




move, 1 


dl, changes {a5) 


save in changes 




cir 


count (aS) 


clear counter 


updatelp 


move 


count (a5) , d2 


get counter 




move.l 


changes U5J , dl 


get changes 




btst 


d2,dl 


is this bit one? 




beq.s 


updated 


if not, skip 




moveq 


t25,d0 


25-bit is which baby 




movG.l 


state(a5),dl 


get new state 




btst 


d2,dl 


see if on or off 




beq.s 


babyof f 


if zero, erase baby 




sub 


d2,d0 


conpute 2S-bit 1 




bsr 


put baby 


put baby 




bra.s 


baby done 


skip 


babyof f : 


3Ub 


d2rd0 


compute 25-blt I 




bsr 


erasbaby 


erase baby 


babydon& 


bar 


doops 


da blits 


updated: 


addq 


11, count (a5) 


move to next bit 




cmpi 


#26, count (a5) 


are we done? 




bne.s 


updatelp 


if not, continue 




rts 






;This routine i3 


the brains of the detao mode. 


;It hand] 


es where 


to put the firemen to make sure all 


; babies s 


urvive. 






;It returns a number in dO which is HVe a keycode 


;so other 


code l3 


unaware ot who Ls controlling men. 


computer 


moveq 


#Sld,dO 


default is left side 




moveq - 


♦ 3,dl 


place on right 




moveq 


♦ 9*cJ2 


place in middle 




moveq 


*17,d3 


place on left 




move. 1 


state(a31 ,dS 


get state 


aheadlp: 


btst 


dl.dS 


baby on right? 




bne.s 


returnlC 


if so, return a "3" 




btst 


d2,d5 


baby in middle? 




bna . s 


returnle 


if so^ return a "2" 




btst 


d3,d3 


baby on left? 




bnfi. 3 


returnld 


if 90, return a "1" 




Isr.l 


♦ l*d5 


move forward in time 




bne. 9 


aheadlp 


Seep going if any more 




rts 




default case, left side 


returnld 


moveq 
rts 


f£ld,dQ 




returnlfl 


moveq 
rts 


#£le,dO 




returnl f 


moveq 
rta 


ISlffdO 




what: 


move.l 


execbase(a5}, afe 


set up for execs 




move 


♦-l,C0de(a5) 


default case 




jnove.i 


uport (a5) , aC 


get msgport 




inove.b 


mp siqbit UC) ,dl 


get signal bit 




moveq 


*l,dO 






asl.l 


dl,dO 


make a mask 




move.l 


mytas)((aS) ^aO 


get our task block 




nove,l 


tC_3lgFecvdU0) ,'J^ 


get oar signals 




and.l 


dD,dl 


apply mask 




beq.s 


none 


if zeroj none there 




j=r 


_lvowait(a6l 


let exec clear it 


jns^lOQp: 


noue.i 


\iport(a5),aC 






>r 


Ivogetmsg (a6) 


get a message 




tat.l 


dO 






bcq. s 


donelp 


if Zero, we are done 




rtioue . 1 


dO, - ial) 


push the message 




psa 


nextmsgipc) 


push return address 




movG.l 


dQ,a4 





;• 






o 



eci* 



al 



X\&i*''- 






EZ-Backup 





(continued) 



100% better than any other hard drive back-up program 
EZ-Backup is a genuine breakthrough 

' 7". ■^■-..' 'f\ - EZ-Backup actually manages 
the space on your backup disks- 

Before EZ-Backup the only way lo get rid of the piles of incremental bacls-up disks 
thai littered your desk was lo do another (ull back up. This method is inconvenient 
and requires a whole new set of unformatted [loppy disks. 

With EZ Backup you use the same set of disks for every Incremental back-up. Only 
one full back-up required-Ever! Space on the disks is managed by deleting obsolete 
archive files and allowing you to save from 0-255 versions of each file. Your Sles 
are saved-even if you have completely deleted them from the hard ditvel 

EZ-Backup comes with an optional warning screen- 

Wc all tend to put ofl doing backups. EZ -Backup's warning screen reminds you. 
If you would rather not be reminded-you have the option 10 shut Ihe warning 
screen off. 

EZ-Backup prevents you from damaging valuable data- 

By checking the volume label. EZ-Backup keeps you from writing over 
important files. 

EZ-Backup uses Standard Amiga format- 

Rlcs arc archived In standard Amiga fom^at and work with all standard utilities, 

EZ-Backup provides easy recovery of individual files- 

A smple to use mouse oriented program allows you lo recover Individual files. 



Works with all Amiga-DOS compatible hard drives. 
(Amiga-DOS version 1.2 or higher} 



* Pfovides atchive-bit utililies * Hd copy prolected 

* Multi-tasking * Conplete manual with examples 

* Upgraiies ptovided free for the first six inonths alter program purchase! 

* free telephone support I 



Not more expensive Juat the best - $49.95 • from: 
EZ-SOFT or ma Amlsa Dealer near yon. 

21125 Chatsworth Street 

Chatsworth.CA 91311 

(818) 341-8681 

Dealer Inqaires Welcome 
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<r^ MEMORY CHIP 

^ BUSTERS 




We cdtmnl loivcr the 
price ttf riwntoni- chipn^ 
hut ii'« run LOWER ihr 
pricaofthelSSlDEH 
so you cvn AFt'QliD 
ilia hig/i price of chips ^ 



The Original 

INSIDER 

0K One Meg Boiird ivilli clock 
riilly Bochciuil ... JiiHt plii^ ill lilt;* 
far Ilia A 1000 only 
90 Day \¥ai-i-niily 



^liipa 



$150, 



00 

t plus $3.00 Shippuig 



i ^ammm \AMEXorCOD 
I yj SA I muil im Cttifi Vf 



NO DcnltTS Of Distriliiilnrt* - Prices loo LOW! 
*Re(fiiircs 32 256K cliips @ ISO or 120 ti^ 
Oi'Jtjr Jircict frijul llie iiiniiiifaeliirur oiily: 



<:^ 




Michigan Soffwore 

143345 Grand River 
Novi. Ml 48050 
(313)346-4477 
Mon through Fri W io 5 



d&nelp; 
none: 



move.L im ciaaa (afl) ,dO 

cmpi . I I rawlcey , dO 

beg r)cey 

rts 



nextmsg: inove,! Ia7)+,al 



rkey : 



:Ma'jte 
sound: 



bra.s 
jnave 
tst.b 
bmi. s 
move 
notdown: rts 

."Routine to clear 
clearfTiBRi: clr.b 
subq 
hnS . S 
rts 
bounce soi 
tst 
bne . s 
move .1 
lea 

move.l 
jar 
tst.l 
bnc . 5 
lea 
move . i 

lea 

wove 

move .1 

adda 

move . 1 

moveq 

inove.l 

iiiove 

move.b 

move 

move 

move-l 

jsr 

lea 



quiei: : 



_lvoreplyTnsgia61 

Risgloop 

im code(a4 ) , do 

dO 

notdown 

dO,code{aS) 



dO bytes at aO 
(aO) + 
*l,dO 
cloarffienii 

ind 

attract {aSl 

dontsnd 

dO,-U71 

5oundlo{a5) , al 

exficbase (a5) ,aS 

__lvochBc)cio (afi) 

dO 

quiet 

sGundiO'CaSl , al 

io device |al ) , aS 

dev_abortlo(361 

30undlo<aS) , al 

#cmd_write, io_comma 

memory (aS ) , aO 

tsoundbur-data start 

aQ, ioa^data (al) 

#2, do 

dOf iaa_lBngth(al) 

#60, ioa_cyclB5(al] 

♦adiof_pecvol, io_f 1 

#2S9a,ioa_pEriod{al 

t6A , ioavolJme (al) 

lo_devicfl (al) , a6 

dGV_beginio (a6) 

soundio faS) r aO 



.>loo)c at class 
;i5 it a rawkey? 



,' sloppy, different 
.'things use this rts 
;get the message 
; reply it 
icontinue 
;get Che code 
.•ia it a >tey-up? 
;lf so, ignore 
.•save in code 



; attract mode is quiet 

;sicip if so 

.•save 

;get io bloclc 

;SGt up for execs 

.■are we busy? 

;if JlOt 2era,oX 



; abort sound 
:get io block 

nd(al] 

get CHIP start 

,aO ;add offset 
;paint to waveform 
.'length is 2 bytes 
,-save in length 
.-play so cycles 

ags(alj .-change both 



,-period 
.-and volume 
.■get device base 
: do io 
; copy over 



dohtsnd; 



lea 
move 
move 
move . 1 
rts 



.1 



sndchnge ; jnove , 1 
lea 
Isr 
tat. 
bnc . s 
lea 
move 
move, 
subi 
move, 
l.r 

nosound: rts 



io2(a5) ,al 
ioa_period (aO 
ioa_volujne (aO 
(a7)+,dO 

execbase (aS) , 

soundio(aS) ,a 

_lvDchec)tia (a 

dO 

nosound 

lo2(a5},al 

#adcmd_pGrval 

♦adiofsynccyi 

♦ 150, ioa_perii 

io_device (al) 

dev_beginiD (a 



;tO secondary io block 
) , ioa_perlod (al ) ; copy period 
) , ioa_volume (al) ; copy volume 



a6 :set up for execs 

1 .-get io block 

6) .-are we doing sound? 

;if not t&to, skip 
.•otherwise, modify it 
io_comraand{al ) 
cle, io_flags{aI) ;sync on eye 
odfal) ;raise frequency 
aS ; get device base 

€} ,'do io 



setbaby : 



;Thi3 routine sets up dD,dl and d2 for a baby operation 
; dO-X, dl"Y, d2- which of four babies, each 90 degree 
jpossibility 

*6,dO 

Iocs (pc) , aO 

dO.aO 

(aQ)+,dO 

(aO)+,dl 

{aO)*,d2 



;each entry 6 bytes 
;get stare of table 
;move out to entry 
;get data 



fflUlU 

lea 
adda 
move 
move 
move 
rC3 
;?ut a baby. Falls through to figure 
putbaby : bar . s setbaby 
This is a complicated blitter routine. It will do 
variable sized blits, based on which figure to put 
dQ-X,dl-y,d2-fiqure number 

It looks In the moving; table for the offset 
into the CHIP memory block 
The first word is what to put in bltsize 
The next word Is what to put in bJtmods c and d 
The next word is exactly how nany bytes per bitplane 
TJsen comes the stencil, which has one bits where 

the blit is supposed to have effect 
Then the bitplanes 

for each blit, A points to the stencil 
B points to a blitplane 
C,D point to video bltplane 
figure; move^l nextop (aSl , a2 ,'get op pointer 





move 




d0,d4 






and! 




#$0Q0f,d4 


.■masic so low 4 of X 




ror 




#'l,d.5 


,- rotate to upper 4 




move 




d4, Qp conl (a2) 


:put in conl for shirts 




ori 




♦S0fca,d4 


:0R in minterm 




move 




d4, op ccnO (a 2) 


;put In conO 




moveq 




#-2,d4 


,-mods for a and b - -2 




move 




d4,op_amod (a2) 






move 




d4,Dp bmDd(a2l 






move 


1 


#5ffff000Q,Dp_a 


flwrti(a2: .-throw away last 
; keep all of first 




move 




dO,d4 






lar 




14, d4 


; compute word 




add 




d4.d4 


;dauble for byte aijdr 




move 




dl,d3 






mulu 




*40,d3 


/compute line 




add 




d3,d4 


.■compute word offset 
;into bitplane 




lea 




moving^pc) ,a3 


; start of figure table 




adda 




d2,a3 






adda 




d2,a3 






move 




(a3>,d3 


;qet element 




move 


1 


memory (aS) ,a3 






adda 




d5,a3 


.-add to CHIP offiet 




move 




(a3> +, sizetemp ( 


ab) ;bizsize for later 




move 




(d3>+,d3 


(■mods for video's CiD 




move 




d3,op cmod{a2) 






move 




d3,op draodUZ) 






move 




Ia31+,d3 


;get size of a bitplane 




move 


1 


a3, op_apt (a2) 


; stencil follows 




move 


1 


myplanes(a3l , al 


.-table of bitplanes 




laoveq 


lopsize,d5 


.■size of an operation 




moveq 


*depth,de 


;dcpth operations 


figurelp. 


adda 




d3,a3 


; sfelp to new bitplane 




move 


1 


a3,op bpt laZ) 






move 


1 


(al)+, aO 


.-next video bitplane 




adda 




d4,aO 


.-add offset 




move 


1 


aO,op cpt {a2) 


.-put In c and D 




move 


1 


aQ,op_dpt (a2) 






move 




slzetemp(aS) ,op 


bltsi2e^a21 



;The following moves copy data that doesn't change into 
;the next operation. The last copy is wasted 
;as it is written over by the next figure. 

move.l op_apt (a2) , op3izo+Dp_apt (a2 ) 
move-l op_canO (a2) , opsize+op^conO <a2) 
movo.l op_amod (a2) , op3ize+op_amod(a2 ) 
move.l Qp_cmod (a2 ) , opsize4 op_cniod(a2 ) 
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movo.l op_af luiii(a2) ,op3izc+op af lwin(a2) 



addA 


db,iZ ;sklp to EiBw operation 


subq 


tl,d6 .'death counter 


bne.s 


fiqucelp ;if rcore, continue 


move . 1 


a2,nextop(a5) .-save for future 


addq 


*depth,niimbBrops (aS) : just did depth ops 


rts 





erdsbdby: hst sctbaby ; set up for erase 

The following routine erases a figure. 

The only differences frojn the figure routine above are; 
no B needed because not copying, only clearing 
different minterm 
erase; move.l nextop(a5) ,a2 



move 


Il0,d4 


andl 


• SIJ00r,d4 


ror 


• 1.d4 


clr 


op Gonl (a2) 


orl 


tSOl)0a,d4 


move 


d4, op__conO (a2J 



moveq #-2, d4 

move d4 , Dp_amod(a2) 

move.l #5rfff000a,Dp_ariwm(a2J 



move 


d0,d4 


Isr 


14, d4 


aijd 


d4,d4 


aiove 


dl,d3 


mulu 


♦40, d3 


add 


d3,d4 


lea 


moving (pc) ,a3 


adda 


d2,a3 


adda 


d2,a3 


move 


(a3),d3 


move . 1 


raemory{a5l ,a3 


adda 


d3,a3 


inove 


(a3)+, sizetempUS) 


move 


(a3j+,d3 


raovG 


d^^opcff.adUZ) 


move 


d3, op dmod{a2) 


move 


(a3)+,d3 


tnove.l 


a3,Op_aptU2) 


move.l 


myplanes (aS) , al 


moveq 


lopslz^f d5 


moveq 


Idepth,d6 


orasclp: move.l 


{al)+,aD 


add^ 


d4,aO 


rnove. 1 


aO,op_cpt ia2i 


mave . 1 


aO, op dpt fa2J 


move 


sizetemp(a5l ,op_bltsize (32) 


move . 1 


op_apt (a21 ,opsl2e>op_aptia2) 


move . 1 


op_conO (a2h ,Dpsize-^op_cQnO (a2) 


mave.l 


op_ajnod (a21 , op3ize+op_araod la2l 


move . 1 


op_ciiiod (a2) ,opslze^^Dp_craodU2) 


move . 1 


Dp_af lwm(a2) ^opsize+op aflwii(a2) 


adda 


d5,a2 


subq 


«l,d6 


bne . 3 


eraselp 


move.l 


a2,nextop(a5) 


addq 


tdepth, numberops (aS) 


rts 





Do all blitter operations that have been stored, if any. 
An operation consists of all the reqistera to be 
loaded into the blitter. We do an ownblitter to make 
sure we don't T-ess up anyone else's operations. 



doopst move numberops {aS) , d3 
noops 

DxecbasE) (aS) , a@ 
_lvotorbidU6) 
gfxbase (aS) , a6 

_lvQowriblltter(ti.6) 

operations {a5) , al 

hardware, aO 

t$B4 00, dmaconfaO} 
:We checlc to see if the blitter is busy, just in case 
.-Supposedly ownblitter does this, but a bug In intuition's 
rOpenScrcen causes an early return, so we'd better be 
,-careful. . . 

#34000, d7 

dmaconr {aO) , d6 

d7,d6 

waitblta 
1 (al) +,bltconk>{aO) 

(al) +-,bltanodiaO) 

(al)+,bltbraDd<aO) 

(al)+,bltcraod(aO) 

(al]+,bltdmDd(aD) 
1 (al)+,bltarwin|aO) 
1 (al)+,bltapt (aO) 
1 (al)+,bltbpt(aO) 



waitblt2; 



dooplp: 



move 
beq. s 
rtiove . 1 
jsr 

move . 1 
jsr 
lea 
lea 
move 



move 

move 

and 

bne . s 

move . 

move 

move 

move 

move 

move 

move 

move 



;did we do any? 

;set up for execs 
;no task switches 
;3et up tor graphics 
;qBt blitter for use 
; start of operations 
.•hardware registers 
;make blitter nasty 



bit to check for busy 

check status 

is blitter busy? 

if so, wait 

set up blitter stuff 



tnUU iinigaDOS 
WTH riASTECING - CLI 



(f&!tete*|g A Mff tltk) 



M A S T E R I N G ■ C L I is THE interactive DOS tutorial yoy've 
been waiting for. The best way to learn ttie CLI is to use It Our 
software is designed to actively instruct as well as provide online 
fielp wfille you master the Amiga's Command Line interface. A 
2-ln-1 package includes a full tutorial of AmigaDOS and a memory 
resident assistant, ready to help you with the most commonly used 
commands, Also covered are directories, batcti files and much 
much more, Overcome the DOS barrier, asl( your retailer for 

. HASTECIISG - CLI 

h m\ for every neu i\niga user 



Postpaid in the 
ConlinenlaF U.S. lo: 



Or order dirnl. send rf Jfi flC 

thecl or fnony ordEf for: p Jlfi!|J 

GRAPHIC EXPRESSIONS P.O.Box 110028 Nufley KJ OTIID 

Af^iffli5aregi5r■efedtadef^BfkofComnlotfof^Ami^alnc. NVfflJresidentsaddappiica&lesalpstax 



move.l (al)+,bltcpt (aOj 
move.l (al)+,bltdpt(a01 

move (al) +,bltsize(aO) .-this one does it 
;l"his nejtt check is not exactly like busy-waiting, which 
.'is bad. Since the blitter is nasty, the 6BQ00 will 
;get almost no cycles and this code will probably only 
.-execute a few times, if any. 
waitblit: move dmaconr (aO) ,d6 ;gQt status 

and d7,d6 ; check if busy 

bne.s waitblit ;lf so, wait 

♦l,d3 ;any more operations? 

dooplp ;if so, continue 

Ivodisownblitter {a6) ; rel&ase the blitter 



subq 
bne.s 

move . 1 
jsr 



;set up for execs 
;alloiif task switching 

.'point to start 
;Qf operations 
.■ no ops 



execbase (aS) ,a6 
_lvopermit (^6) 
;fall through to clearops 
clearops; lea operations (a5) ,aO 

move. 1 aO, nextop (a5> 

clr numberops (aS} 
neaps: rts 

.'This routine makes a random 8-bit number in dO 
;It is does a shift where the new bit is exclusive-or 
;af two high bits. 

;Taken long ago from an article in Dr. Dobbs Journal 
;af a game called CHASE on the 8080 
rnd: 



rtop; 



move . 1 


seed {a 


51 


dO 


,'gct seed 


moveq 


#8,cl2 






;will do B times 


move.b 


dD,dl 








roE.b 


#3,dl 






.-get 5th bit 


eor.b 


dO.dl 






;eor with 2nd bit 


roxr.b 


*3,dl 






;put in X flag 


roxr. 1 


#l,dO 






; shift in tQ seed 


subq 


#l,d2 






;any more? 


bne. 3 


rtop 






.■continue if mors 


move.l 


dO.seedl 


aSl 


/restore seed 


rts 











;This is the location table for all babies. 

; Its format is X, Yj baby nuinber 1-4 

: 26 babies 

Iocs: de 1,32,1,26,34,2,41,16,3,50,64,4 

dc 55,82,1,60,110,2,62,127,3,60,152,4 
dc 62, ni,l, •77,160,2, 86, 141, 3, 93, 122, 4 
dc 1 11, 1CI«, 1,127, 122, 2, 136, 14 1,3, 141, 157, 
dc 1 52,171,1,167,1 S3, 2, 1 a 0,14 0.3, 197, 12 9, 
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AUDIO 2000 

STEREO AMPLIFIER 




• Mounts in one of the Amiga™ SOQO's IBM™ Card Slots 

■ internally powered 

• No soldering instailation 

■ Up front volume controls 

■ Headphone connection on front 

■ Amplifier drives (4 - 8 OHM) speakers 

■ Special control replaces the "power" and "hard drive" lights 

■ Made in USA 

■ Over 4 watts per channel (4 OHM speaker) 

■ Less than 1% distortion 

SALE!! ONLY $79.95 



DAY'S 



17538 Glen Road 

Gambier, OH 43022 

Customer Service Call (614) 397-5639 

NOTE: 

Prices do not Indyde sales tax or shipping and handling. 

Charge cards additional 5% ($4.00), 

Shipping & handling additional $4.50 for UPS and $3.50 for US Mail. 

Ohio residents pisass add 5.57i> sales tax (HM). 



baby2 i 



bdby4 : 



.-bitmap 
firenen 
.-atenci 



dc 
dc 
dc 
dc 
dc 



dc 
dc 
dc 



dc 

dc 



dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
:w-80,h-2I 
dc 



,-planeO 



dc 214,14 0,1,228, 151,3,24 2, ni, 1,2 5 6,152, 1 

dc 271,134,3,300,139,1 

jThis is a table of the offsets into our CHIP bloclt 

; for the various figures 



moving : 



dc 
dc 
dc 
dc 
dc 



dc 

dc 
do 



dc 
dc 
dc 



firenen-datastart 

babyl-datastart 

baby2-datastart 

habyS-datastart 

baby4-data5tart 

diqitO-datastart 

diqitl-datastart 

digit2-data3tart 

digit3-datastart 

diglt4-datastart 

digit 5-dat as tart 

digit 6-datast art 

digit 7 -da t as tart 

digita-datastart 

dlgit9-data3tart 

title-datagtart 

splat-data a tart 

dash-data start 

truck-data St art 

building-data start 



.-This is thd start of the data that 
;niewory. If it is already in CHIP, 
;to allocate and copy, 
datastart : 

.-These are the figures for blitcer 
.-This data was made by d-jjnping a br 
;A paint program was used co nake e 
,*One prograra to d'unp data is on the 
,-lt will produce ^C code, which yo 



must be in CHIP 
WE will not bottler 



ccpies. 

sh file 
ach figure. 

Iff disk, Fred Fish 16. 
u will have to edit. 



babyl ; 



baby3 : 



dc 

dc 
dc 
dc 
dc 

dc 



dc 
dc 



50402,36,32 
S0900,SOfSO,SOflO. 
S0£6D, 30700, SOfBO, 
SOOOO, $0500,50000, 
SOOOQ, 50000, SOfBO, 
50700, 50a8Q,S0fSO. 
S0£80,S0700,S0000, 
Sffff.Sfff f,Sff ff. 
Sflff.SEfff.Sffff, 
50402,36,32 
50000, SOOOO,SiroO, 



50700,50700, 
54f90,57ff0, 
50200,50000, 
SOfSO, 50700, 
50500,50700, 
54010, 57SfO, 
Sff£f,S£ftt, 

sfrft,S£fft, 



51tcO,Sbfea, 
51IcO, 50000, 
50000,50000, 
50700,50000, 
51fc0,Sbfe8, 
5l8eo,50ooa, 
Sffff,5tff£, 
5£fft,5ffft, 



S6tb0 
50000 
50000 
50000 
S6£bO 
50000 
Sfttf 
Sffff 



57rfO,S4f9D,50£80,5070D,50£80 



; planel 



dc 
dc 
dc 



dc 
dc 



dc 
dc 
dc 
dc 



dc 
dc 
de 
dc 

dc 
dc 

dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 



dc 
dc 

dc 
dc 
dc 
dc 
dc 
dc 
do 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 



dc 
dc 
dc 



.-planc2 



SefbO 
50000 
50000 
50000 
SSIbO 
Sffff, 
Sffff 
50402 
SOOGO 
S7bcc 
soooo 
siaoo 

50080 
563cc 

5ffff, 
Sffff 
50402 
50100 
533dB, 
50000 
50018 
50100 
533C6 
Sffff 
Sffff. 

S0S46 

SOffO 
53E£0 
SfffB 
507e0 
SOTfB 
S03e0 
SOlcO 
503e0 
S07f« 
507fe 
$07£f 
503tb 
50318 
S07fO 
507f0 
S07£a 
50318 
S03£o 
5 7bc 
SOfle 
51flf 

50£e0 
53f£0 
SrffS 
50020 
50000 
50000 
50000, 
503ea 
507f», 
SOlfe, 
SOIfc, 
5D3fe 
S03f8 
$07£0 
507f0 
soTfa 

S03EB 
SOJfc 
S07be 
SOflo 
sint 

50f£0 
S3£f0 
StffB 
507cD 
S07fB 
S03e0 
SOlcO 
S03e0 
SOTtB 
S07fe 
S07£c 
S03fe 
S03fB 
S07£0 
50000 
50000 
50000, 
50000 
50000 

50000 

50000 

SOffO 
53£f0 



SbfeS, 
50000, 
$0000, 
50000, 
5b£e8, 
5££££, 
5fff£, 
36,32 
53500, 
S60CD, 
50000, 

soooo, 

53100, 

seoco, 

Sffff, 
Sffff, 
36,32 
SOOIc, 
50306, 
SOOOO, 
50000, 
SODBc, 
50306, 
Sffff, 
Sffff, 

28,210 

50000, 
50000, 
50000, 
50000, 
SOOOO, 
50000, 
SOOOO, 
50000, 
50000, 
SOOOO, 
Sffff, 
Stfff, 
SeOOO, 
50000, 
50000, 
50000, 
SOOOO, 
50000, 
SOOOO, 
SOOOO, 
SOOOO, 

50000, 
50000, 
50000, 
50000, 
SOOOO, 
50000, 
SOOOO, 
SOOOO, 
50000, 

50000, 

SOOOO, 
SOOOO, 
50000, 

SOOOO, 
SOOOO, 

SOOOO, 

50000, 
SOOOO, 
50000, 
50000, 

SOOOO, 

SOOOO, 
SOOOO, 

SOOOO, 

50000, 
5Q0OO, 
50000, 
50000, 
SOOOO. 
SOOOO, 
SOOOO, 
S7£f£, 
Slfff, 
SOOOO, 

SODOO, 
50000, 
SOOOO, 
SOOOO, 

SOOOO, 

500 0, 
90000, 
SOOOO, 



SlfcO, 50700, 50700, 50 tBO, SOtSO, 50 700 
507 0, 50700, 50 f 8 0, so £80, 50000,50000 
5000 0,50800,5020 0,50000,50500,50000 
5 lacO, 578 to, 54010,50000, 50700, so £80 
51 fcO, 50700, 50500, SOf 80, S0a80,S07O0 
5£fff,Sffff,5Kft,Sf££f, Stfff, Sffff 

5rt£t,stft(,stttr, srrri,srrrf,sftfr 

52180, SeOcO, S7BCC, 57 ttc, STfte, STffe 
52180,53100,50080,50 000,50000,50000 
50000,50 000,51800,57 804,57 610,57804 
50000,50000,50000,5000 0,5000 0,5000 
5218 0,560cO,S63cc, 50 7£a,S07ee,S07£a 
S2 IB 0,53 100, 500 8 0,50000, 500 DO, SOOOO 
Sf ft £, 5f f f f, Sffff, Sffff, 5£££t,5ffff 
Sffff, Stfff, Sffff, 5fftf,5£££t, 5 ft tt 



50184,50306, 
50184, sooae, 
50000,50000, 
90000,50000, 
90184,50306, 
50184,50080, 
Sffff, SEtft, 
Sftft, Sffff, 



50000, 
50000, 
50000, 
50000, 
50000, 
SOOOO, 
SOOOO, 
50000, 
SOOOO, 
50000, 
Sffff, 
S£££f, 
50000, 
SOOOO, 
50000, 
50000, 
50000, 
50000, 
SOOOO, 

SOOOO, 

50000, 

50000, 
SOOOO, 
SOOOO, 
SOOOO, 

SOOOO, 

SOOOO, 
SOOOO, 
50000, 

SOOOO, 

SOOOO, 
SOOOO, 
50000, 
SOOOO, 

SOOOO, 

SOOOO, 
SOOOO, 
50000, 
50000, 
50000, 
SOOOO, 
50000, 

50000, 
500DD, 
50000, 
50000, 
50000, 
50000, 
50000, 
50000, 
50000, 
SOOOO, 

sffff, 

5££t£, 

SOOOO, 

50000, 
SOOOO, 
SOOOO, 
SOOOO, 
50000, 

SOOOO, 
SOOOO, 
50000, 



SOlfe, 
501£f, 
503ff, 
SOOtc, 
S03£c, 
500£a, 
50070, 

sooffl, 

S03£c, 
SOffc, 
Sfffc, 
S£b£8, 
5G3f8, 
SOlfe, 
SOlfc, 
903fc, 
503£8, 
907tB, 
507BC, 
SOfle, 
Sltlf, 

SOOfe, 
501ft, 
S03ff, 
50080, 
SOOOO, 
50000, 
50000, 
SDOtS, 
503tc, 
SOtfc, 
S07fc, 
S03fB, 
503t8, 
SOlfc, 
SOlfc, 
S03EC, 
5D3f8, 
S07£B, 
S07bo, 
SOfle, 
SlElt, 

SOlfe, 
SOlft, 

sostr, 

S007C, 
S03£c, 

soots, 

50070, 
SOOfB, 
503to, 
SOtfe, 
Sc7fc, 
503£5, 
503tB, 
SOlfc, 
SOOOO, 
50000, 
SOOOO, 
50000, 
50000, 
SOOOO, 
SOOOO, 



S33de,57ftG, 
SOIOO.SOOOD, 
50018, S201e, 
50000,50000, 
533o6,SS£eO, 
50100,50000, 
5ftff,Stftt, 
Stfff, Sfttf, 



50000 
580DD 
SeOOO 
SOOOO 
SOOOO 
50000 
SOOOO 

50000 

50000 
SOOOO 
50000 
50000 
SOOOO 

50000 
50000 
SOOOO 
50000 
50000 
50000 
50000 
SOOOO 

SOOOO 

58000 
SeOOO 
SOOOO 
SOOOO 
50000 

SOOOO 
SOOOO 

50000 
SOOOO 
SOOOO 

SOOOO 

SOOOO 
SOOOO 
50000 
SOOOO 
50000 
50000 
SOOOO 
50000 
50000 

50000 
58000 
SeOOO 
50000 
50000 
SODOO 
50000 
50000 
50000 
SOOOO 
50000 
50000 
SOOOO 
50000 
SOOOO 
SOOOO 
SOOOO 
SOOOO 
SOOOO 
SOOOO 
50000 



57fre, S7ffe 
50000,50000 
50Ble,S201e 

50000,50000 

S77eO,S5£eO 
50000,50000 
Stfff, Sffff 
Stfff, Sffff 



50 000, 50 000, 501 te, SOOOO 
50000, 500 00, 50 iff.saooo 
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dlgltO: 



dlqltl; 



diqltj! 



diijltS: 



dislt:4: 



disltS: 



dlgite: 



digit? : 



dLgl:.e: 



diqiit9: 



;i?ltlT;ap:\ 
splat: 
; stencil 



!S>il 
;pl 
!P2 



;« - 128, 
daahr 
; stoncll 



dc: 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 

dc 
dc 
dc 
dc 
de 
dc 
dc 
de 
dc 
dc 
dc 
dc 
dc 
de 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
de 
de 
dc 
dc 
dc 

dc 

dc 



dc 
dc 

dc 
dc 
h - 
de 

dc 
de 
dc 

dc 
dc 
de 
dc 
dc 



.-plane 



Sf£f9,SOOOO,SOD0 0^.503fr,SoOOO 
S07e0, 500 00, SOOOO, $00 tc, SOOOO 
S07f8, SOOOO, SOOOO, 5031c, SOOOO 
S03eO, SOOOO, SOOOO, 50 tS, SOOOO 
so IcO, SOOOO, SOOOO, 50070,50000 
$03e0, SOOOO, SOOOO, SOOCB, SDOOD 
SOTtS, 50 00, SOOOO, SOJfC, SOOOO 
sol fe, $0000,50000, SOtfc, 50000 

so7ff,5ffff,srtii,srt£c, SOOOO 
so3fb,srrtt,5ffrf,sfbf8,soooo 

S03fB, $6000,50000, 5o3 te, SOOOO 
S07fO, SOOOO, SOOOO, $01 Cc, SOOOO 
S07IO, 50000,500 00, SOI tc, 50000 
SO7rs,5O0D0, SOOOO, S03fc, SOOOO 
S03t8, SOOOO, SOOOO, S03r8, 50000 
S03fc, SOOOO, 50000, so 7 f 8, SOOOO 
SOVbe, 50000,50000, SOVbc, SOOOO 
50f 1 B, 50 00, SOOOO, so flc, SOOOO 

sif If , SOOOO, SOOOO, 51 nr, soooo 

$01c2,36, 14 
SrBOO,Sr800,StBOO,St800,StSOO,St800,5f800 

S7 000,S8 6 0,saeoo,ss8oo,s8«oo,siaoo,57000 

SOOOO, 50000, SOOOO, SOOOO, SOOOO, SOOOO, SOOOO 

SOOOO, 50000, 50000,50 000, SOOOO, 50000, soooo 

S01cJ,36,14 

St800,5feoo,s;8oo,$f800,st8oo,sreoo,sr«oo 

52000,560 00, 52000,5200 0,520 0, 52000,5700 3 

SOOOO, soooo. soooo, so 000, SOOOO, SOOOO, 500 00 

SOOOO, SOOOO,SOOO0, SOOOO, SOOOO, SOOOO, 50000 

S01cZ,36,14 

Sf8OO,Sf80Q,Sf80O,Sf8OO,S£8 0,5f800,Sf800 

S7000,S880D, $0800,51000, 52000, S40CO,SfeO0 

SOOOO, SOOOO, SOOOO, 50000, SOOOO, 50000, $0000 

SOOOO, 50000, SOOOO, SOOOO, SOOOO, 5000 0, SOOOO 

501c2,36,14 

Sf8OO,5f8OO.SfeO0,Sf80O,$t80O,5rSOO,StBOCI 

51000, 58900, 50800,53 DO 0,508 00, SS8OO,S70 

SOOOO, $0000,50000, SOOOO, SOOOO, SOOOO, SOOOO 

SOOOO, SOOOO, SOOOO, SOOOO, SOOOO, 50 000, SOOOO 

501c2,3«,H 

Sf 800, 51800, 5f 800, St 800, Sf 800, St800,Sf 800 

58800,58 8 00,58800, 51800, 50800, $0800, SO 8 00 

50000,50000,50000, $0 000,50000,50000,50000 

SOOOO, $0000, 5000 0, SOOOO, SOOOO, SOOOO, SOOOO 

501c2,36.H 

5 ta 00, 5 1800, 5 £9 0, 5 1800, 5180 0,51 800, StSOO 

SCeOO, 5 800 0, 58 000, 5 f 000, SD80 0, 58 800,57000 

SOOOO, SO 00 0,5 0000, 50000, SOOOO, SOOOO, SOOOO 

SOOOO, SOOOO, 50000, SOOOO, SOOOO, $0000,50000 

S01c2,36,H 

Sf 800, $£800, 51800, 5 teoo,sr800, 51800, Sf BOO 

57000, 58800,58000, 51000,58800, 58800, 57000 

SOOOO, SOOOO, 50000, 50 0,500 0, SOOOO, SOOOO 

SOOOO, SOOOO, SOOOO, 50 000, SOOOO, SOOOO, SOOOO 

501c2,3t, 14 

Sf90 0,Sf800,S£80 0,Sf«OO,S£eOO,5£B0O,S£B00 

SfBDD, 50800,51000, 52000,54000, 58000,58000 

5C0OO,SOOOO,SO00 0, 50000,50000, SOOOO, SOOOO 

50000,50000,50 00 0,50000,50000,500 0,50000 

S01C2, 36,14 

SIBOO,StSO0,S£BO0,5t«OO,Sf«OO,StB00,S£800 

$7000, 58800, SBBOO, 57000,55800,58800, 57000 

50000, SOOOO, SOOOO, SOOOO, 50000, SOOOO, SOOOO 

SOOOO, SOOOO, SOOOO, SOOOO, so 000,500 00, 50000 

S0ic2,36,14 

Sf8OO,S£6O0,SfB0D,St8OO,S£SOO, Sr800,5£800 

57 00, 58800, St 9 00,57900, $0 800, SO 8 0, $0800 

50000,50000,50 000,50000,50000, 500 0,50000 

50000, SOOOO, SOOOO, SOOOO, SOOOO, SOOOO, 50000 

50103,34,16 

S03ri. s80oo,so7Ei, seooo 
Slfff, StOOO, $££££, SEcOO 

SOOee, 58000,5061 f, SOOOO 
511 89, StOOO, $££££, SrcOO 

50311, S8000, S07n, S9000 
51ff7, 51000, 5ffft,SfcOO 

$03£r, S»000,S07ff, S8000 
Slfft, SfOOO, »££££, S£cOO 

50209,22,128 

S£cOO,S£B, S0,5190o,S18,5e0,S3e0 0,S0 
56600, S6c, 50,56, S3c, 560, SI BOO, SO 
56666, S66, 53C66, S3836, S3c, S3e6c, S183C, 56600 
S7c66, 566, 5666, S186e, 566, S6076, S1866, 56600 
Seeee, S66,Sle66,S1866, S7e,s3c66, SI 87e, 56600 
S663C, S6c, S663C, $1866, Sc3, $666, S! 960, S3cOO 
S1C18, Sf a, S3bia, 53c3b, 5c3, 57cs6, 53e3e, 51800 
S70, SO, 50, 50, SO, SO, SO, 57000 

5 fcOO.Sf 9, SO, SI BOO, SI 8, SCO, S3 BO 0.50 



Money Mentor-w 



"Keep track of you r pennies, and your dollars will take care of tfiemselves." 
Old, bul sensible advice, even in today's financial environment. Money 
Mentor™ is a breakthrough in personal financial management. It harnesses 
tne power of the Amiga™ to compute and graph clear reports of your 
financial situation. 

A unique system; called "Smart Scrolls" handles diverse data entry functions 
and can save 70% of the typing typically required lor entry. 

Money J/lentor™ features: 
•200 budget categories. 

•30 integraled accounts: checking, cash, saving and credit cards. 
•Elaborate search roulino allows editing ol transactions according to your 
specific guidelines. 

•Automatic check printing S account balancing. 
•Colorlu! graphic reports illustrating actual versus budgeted amounts. 
•Over 50 reports Irom which to choose. 

This year... get organized witfi MoneyMentor™ 

SEDONA SOFTWARE 

11844 Rancho Benardo Rd., Ste. #20 
San Diego, C A 92128 

To order, call (619)451-0151 



.-planel 



:planc£ 



IW - 32, 

truck: 

; stencil 



dc 
dc 
dc 
dc 
dc 
dc 
dc 

dc 
dc 
de 
dc 
dc 
dc 
de 
dc 

dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
h - 13 
dc 

dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
de 
dc 
dc 
dc 
dc 



5660 0, sec, 50, 56, S3c, $60, $18 00,50 
56666,566, 53c66, $3836, S3e, 53o6c, S183c, 56600 
S7c66,$66,$666,S186e,566, 560 7 6, SUSS, S6600 
S6666,566,51e66,S1866,S7e,53c66,S187e, S6600 
S663C, 56c, S6S3C, 51866, 5=3, $666, 51860, S3c00 
SfclS, Sf I, $3ble, S3c3b, 5c3, 57CD6, S3c3c, SIBOO 
$70, SO, SO, 50, 50, SO, SO, 57 00 

SO, SO, SO, 50, SO, SO, SO, SO 

so,so,$o,$o,$o,so,so,so 

so, so, 50, 50, so, so, so, so 
SO, SO, 50, 50, SO, SO, SO, SO 
so, 50, so, so, so, 50, so, so 
$0,$0,$0,$0,SO,SO,50,50 
50, 50, so, 50, SO. SO, SO, SO 
SO, 50, 50, SO, SO, SO, SO, SO 

50, so, 50, 50, so, so, so, SO 

50, 50, so, so, so, SO, so, so 

50, 50, 50, so, so, so, so, so 

so, SO, SO, so, SO, SO, so, so 

so, $0, so, 50, 50, so, 50. 50 
SO, SO, SO, SO, 50, SO, SO, SO 
S0,S0,S0,$0,$0,$O,SO.SO 
so. so, so, so, 50, so, so, 50 

50ac3,34,n2 



5ff££, 
S£££f, 
$££££, 
S££££, 
Still, 
$££££, 
5££f£, 
S££f£, 
$££££, 
S£f£f, 
5££f£, 
Sff££, 
57f,5£ 
$3f,$f 
57,5e0 



srrtc, 

S£££c, 
Sfftc, 
Sfffe, 
S£I£c, 
$££fc, 
5ft£c, 
5£I£c, 
$f££e, 
$f£fc, 
5f£fe, 
5££fc, 
cOO,S7 
800,53 
00 



5If£r,Stffc, 
Sfftf.Sfffc, 
$££££, Sftfc, 
Sffff.Stffe, 
Sf J£t,Sfric, 
Sffff, Sfffe, 
Sfff f,S£f£c, 
Sfftf, Sfftc, 
Sfftf, Sfffe, 

$frff,sfffc, 

Sttff, Sfffe, 
St£td,S7ttc, 
b, 5bc00,57d, 
f.SfSOO, $lf, 



Sffff, 
Sffft, 
Sttff, 
Sttff, 
Sffft, 
Sfftf, 
5ft tt, 
Sffft, 
Sfftf, 
Sfftf, 
sttff, 
Sftfb, 
S7C00 
SfOOO 



Sftfc 
Stttc 
Sftfc 
Sftfc 
Sftfc 
Sftfc 
Sttfc 
Stffc 
Sfffe 
Stffc 
Sfffe 
Sbffc 



.■planeO 



(continued) 
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;piAnel 



dc 
dc 
dc 
de 
dc 
dc 
dc 
de 
dc 
de 
dc 
dc 
dc 
dc 
dc 

dc 
de 
dc 

dc 
dc 
dc 
de 
de 
dc 
dc 

; plane 2 

dc 
dc 
de 
dc 
dc 
dc 
dc 
dc 

.■w-l2B,h-3S 

title; dc 

; stencil 

dc 
dc 
dc 
dc 
de 
dc 
dc 
de 
dc 
dc 
dc 
de 
dc 
de 
de 
de 
dc 
dc 
dc 
dc 
dc 
dc 
de 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
de 
dc 
dc 
dc 
dc 



; planoO 



dc 
de 
dc 
do 

dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 



Sf f f f, Str tc, Sf t £t, Sf £ tc, Sff ft, Sfftc 

$iitt, ic r cc, $tt rebate, Si CiCSttiQ 

SffBO,5rtrc,SfreO,5ff fcStteO.Sfffc 
Sf feO, Stf fc, SffeO, 5£f fc, SffeO, If £fc 
StfeO, Sff fc, Sf feO, Sff fc, SeOOg, Sfc 
SeODO, src, SeOOO, Sfc, SeOOO, Sfc 
5£toO, 5f rtc, 5freO,Sf f fc, Sf teO, Sfffc 
SffuCSfffcStfeO, SIftc,SfreO,Stftc 
5fteO,Strfc,StfEO, Sfffc, Sllf t, St t£c 

srtrf,stttc,sfcft,sfttc,stftt,sttfc 

5ffff,5tttc,Sfftf,Sftte,Stttt,Sfffc 

sf tf f , jf rt=, sf ffd. sTtrc, sf rfb, stiff c 

57f , StcDO, JTb.SbcOO.Sld, SIcDO 
S3£, Sf 800, S3£, SfSOO.Slf, SfOOO 
Sl.SeOOO 

$0,$0,$0,S0,$O,SD,SO,SO,SO,$O,$O,St> 
Sl£,«0,Slf,SO,$lt,SO,Slf,SO,$lf,SO 
51f,50,Slf,$0,51f,50,51fft, $ffOO 

si£ff,$ftoi),$ifft,sftoo,sitft,stroo 

Slf,$0,$lf,$0,Slf,50,Slf,50,51f,SO 

Slf.SO.SlI, $0,?it, S0,SO,S0,50,SO 

SO,S[),S!),SO,ST,ScOOC,Slt,S£000 

S3t,Sf 800, S3f , Sf 800, S7d, S7eOO, STb, SbcOO 

STf.SfcOO, S7b, 5bcOO, S7d, S7C00, S3 r, 5 f BOO 

$3t,Sf800,Sl£,Sf000,S7,Sc000 

SO, SO, SO, sa, SO, SO, SO, SO, SO, SO, 50, SO 

so, so, SO, SO, so, so, so, 50, so, so, so, SO 
so, so, so, so, so, SO, so, SO, so, so, 50, so 

so, so, so, so, SO, 50, SC, so, so, so, 50, 50 
so, so, so, so, so, 50, so, so, so, so, 50, so 
so, 50, so, SD, so, so, so, so, so, so, 50,50 

so, so, so, so, so, so, SC, so, 50, so, so, so 

50,50 

SD909,22, 576 

STfff, 57003, SbO00,Slbrf,SeOO, 5360 0, S703f,5c000 
Sfffe,Sr007,Sf8DD,S3rtf,SdeOO,S7fSO,5fO£f,5EOQO 
S3cD,St007,S£cDO,S7t83,SfeOO,S7fcO,Sf3cO,ScOQO 
53cO,St0O7,S£e0O,5£f81,SfeOO,S7fe0,S£70O,5O 
S3cO,St007,Stf01,Sff81,SfeOO, S7fro,SffOO,SO 
53c0,St007,S££83,5tf81,5do00,S7t£8,S££0Q,60 
S3c0,St007,5££c7,S7ftt,S9e00,S7f£c, SffC3,SfOOO 
S3c0, S£007,5£b€e, 57f f f , SdeDO, 57fbe, Sf f07, StOOO 
S3cO,S£007,5£9fc, S7f 83, 5fE00,S7£9£,Sff 00,51000 
S3cO,S£QO7,Sf8£8,S7r81,Sfe0 0,S7f8f,5ffC0,Sf000 
S3cO,S£007,Sf870,S7f81,SreOO,57fa7,Sff0O,SfOO0 
S3c0,5£807,57820,57f81,S£e00,57t83,S£f80, StOOO 
S3cD,S7cOb, S7B0 0,S7tSl,Sde00,S7f81,St7e0,So00!) 
S3cO,S3ffc, S78D0,S7ftt,S9t{f,Sff8O,Sr3tt,ScOOO 
S38 0.Stt0,S70 00,S77fo,51ftr,S77 00,S60tf,S0 
SO. SO, SO, SO, SO, SO, 50,50 
SO, SO, SO, SO, SO, 50, 50, 50 
50, 50, 50, SO, SO, SO, SO, 50 
SD,SO,SO,5O,5fl,SD,S0,50 
50,50,50,50,50,50,50,50 
SO, 50, SO, SO, SO, SO, SO, SO 
S0,S3,Stfte,S3£cl,$fftc,53toD,S0,50 
SO,57,Sf£tO,Stff3,St££a,Sf££8,60,S0 
SO,S0,5lEBl,Sc0£8,5tOl,ScO78,SO,5O 
SO,50,SleC3,S8D7c,StO3.ScO30,S0,5D 
SO,S0,Sle07,SBn3c, StO3,5cO00,S0,SO 
S0,S0,Sle07,$BC3c, 5fO3,S£O00,SO,SO 
50,S0,Sle07,S8O3c,SfDl,5£eO0,SO,5O 
S0,SD,Sle0 7,S8O3c,StD0,53rcO,SO,S0 
50,50,SleO7,S803c,St00,S£f0,S0,S0 
SO,SO,SleO7,S803c,S£00,SlfS,SO, SO 
50,SO,Sle07,58 03c,StOO,S78,SO,SO 
S0,50,SleO7,Sc038,St01,38O')B,S0,S0 
50,S0,51o03,Se070,Sf03,5c0 70,50,S0 
S0,SO,Sle01,5ffBO,5t03,SffeQ,S0,S0 
50,SO,SlcOQ.57faO,SeOO,Srf80,SO,SO 

57£ff, 57003, 51:000, Slbrt,ScOO, S3bOO, 5703 1, ScOOO 
50, S 1 000, 5 98 0, 580 1, Sc2 DO, 598 0,51 080,56000 
S40,S1000,5ecOO,S8 80,562DO,SacO,S1200,SO 
540,51000,58600,5880,52200,5860,51000,50 
S40, 51 000, St3 DO, 58 8 0,52200,5130, SI 10 0,50 
54 0,51 000, 58 IB 0,588 0,5200, SSI a, 51 100, SO 
S4 0,S100D,S6BcO,S8ft;,S200.S8Bc,S1103,S£aoo 
54 0,5 100 0,588 60, SB00,5c200, 5886, SHOO, 51000 
540,51000,58820,5880,562 00,5883,51100,81000 
S40, 51000, SBBOO, 58 80, 522 00,5881. 51 10 0,51000 
S4 0, SI 000, 58 80 0.588 0,52200, SB 80, 51 100, SI 000 
54 0, S 1 800, 58 0, 58 ac, 522 00,58 80, SI 1 80, SI 000 
54 0, ScO 0,580 0,58 80, 5200,58 80, 51 OcO, 50 
S40,S7e0,SB0O,S8£c,S3tf,SB880,51O7e,SC 
SO, SO, SO, SO, SO, SO, SO, 50 
SO, SO, SO, SO, 50,50,50, SO 
SO, SO, SO, SO, 50,5 0, 50, 50 
50, SO, 50, 50,50,50, SO, SO 
SO, SO. 50,50,50, 50, SO, SO 
50,50, 50,50,50, 50, SO, SO 
SO, SO, 50, SO, SO, SO. SO, $0 
S0,53,5££f8,S3fcl,Sfffc, S3feO,50,S0 



.'planel 



dc 
dc 
dc 
dc 
dc 
dc 
dc 
de 
de 
dc 
dc 



dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 



dc 
dc 



dc 
dc 
dc 
dc 
dc 
dc 
de 
de 
dc 
dc 
dc 
dc 
de 



dc 
dc 



dc 
dc 
dc 

dc 



dc 
dc 



dc 
dc 
dc 



dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
de 
dc 
;hitmap:w-32, 
building: dc 
; stencil 

dc 
dc 
dc 
dc 
dc 
dc 



,'plane2 



50, 
SO, 
SO, 
SO, 
SO, 
SO, 
SO, 
SO, 
50, 
SO, 
SO, 
SO, 
SO, 
SO, 



57,5ftro, 

SO.SleOl, 

sa,sie03, 

S0,Sle07, 
S0,Sle07, 
S0,SleO7, 
S0,SleO7, 
50,51007, 
50,51807, 
S0,Slo07, 
S0,51e07, 
50,Sle03, 
50,Sle0X, 
S0,51cOO, 



5ffr3, 
scota, 
S807C, 
S803C, 
SB03C. 
SB03C, 
S803C, 
5803c, 
S803e, 
SS03C, 
Sc03B, 
5e070, 
SEfeO, 
57f80, 



5ftta,5ttfa,so,so 

SI0l,Sc078,50,50 
5f03,Sc030,SO,SO 
SfO3,ScOOO,SO,50 
St03,StOOO,SD,SQ 

sroi,steoo,SD,so 

StOO,S3tcO,50,SO 
StOO,SftO,SO,50 

?roo,sit»,so,5o 

5tO0,578,SO,SD 
5£01,sa078,S0,S0 
SfO3,3c07O,SO,50 
Sf03,SffeO,SO,50 

SBOQ,5frao,so,so 



50, so, so, so, so, so, so, so 

Sfffe, Se007,56000,53 7fE,51c00 
5380, SeOOT, 57 00,57703, 5 9cD0, 
S380,Se007,S7 8 00,Sf701,SdcOO, 
S38 0,Se007,S7cDl,5I701,SdcOO, 
S380, Se007, S7e03, S£701, SdcOO, 
5380, SeD07, 57707, S7703, SScOO, 
S3 BO, Se007, S738e,S77££, SleOO, 
S3B0, Se007, STldc, 57703, S9c00, 
S3 BO, SeOO 7, 570 ts, 577 01, SdcOO, 
S3BO,Se00 7, 57070,577 01, SdcOO, 
S3 80, SeOO 7, 57020,57 7 01, SdcOO, 
5380, 5700b, 57 000, 577 Dl.SdeOO, 
5380, 538 Ic, 57 000, 57703, 5 9c00, 
S380,Sf£0,S70 0,S77£e,Sirf£,S 
SO, SO, SO, 50, 50, SO, SO, SO 
SO, SO, SO, SO, SO, 50, SO, SO 
SO, 50, SO. SO, 50, SO, SO, 50 
50,50,50,50,50,50,50,50 
50,50,50,50.50,50,50,50 
50, SO, SO, SO, SO, SO, SO, SO 
50,50,50,50,50,50,50,50 
S0,S7,S£££0,S7fa3,srft8,67tcQ 
SO,SO,Slc01,SeOeO,Se01,5c0 7 
S0,SO,51cO3,SBO7O, Se03, 58030 
SO, SO, 51c07, S3a, Se03, 58000,50 
$0,S0,Slc07,S3 8,SeO3,Sa0OO,SQ 
SO,S0,51eO7,53a,SeOl,5<!OOO,S0 
SO,S0,51c07,S3a,SeOO,S3cOO,S0 
50, SO, S1C07, 538, SeOO, St BO, SO 
SO,S0,Slc07,S3a,SeOO,Sle0,S0 
SO,S0,SlcO7,S3S,SeO0,S7 0,S0,S 
SO, SO, SlcD 7, 538, SeOO, 57 0, SO, S 
50,50, 51C03, 58070, 5e03, 670, 50 
SO, 50, SlcOl, ScOeO, Se03, SSOcO 
5a,5O,SlcOO,57fBa,5B00,$ffaQ 



,S7S00,Se07 
57700, SoleO 
S7780, SD700 
S77C0, SeoOO 
S77e0, SecOO 
S7770,5eeOO, 
S773S,See07, 
5771c, SeeOO, 
5770e, SeoOO, 
57707,50000, 
S7703, SeeOO, 
S7701,5e700 
57700, 5e3Bl 
7700,S60ff, 



£,58000 

ScOOO 
,S0 

SO 

SO 

50 

SeOOO 
,5e000 

Seooo 

SeOOO 

ScDOO 
SoOOO 
ScOOO 
SO 



,60,50 
50,50 
SO, SO 

SO 

SO 

SO 
,50 
SO 
SO 



,50 
50,50 
50,50 



SO, SO, 
SO, SO, 
50,50, 
50,50, 
50, SO, 
50,50, 
50,50, 
50,50, 
50,50, 
50,50, 
50,50, 
50,50, 
SO, SO, 
SO, SO, 
50,50, 
50,50, 
50,50, 
50,50, 
50,50, 
50,50, 
SO, SO, 
SO, SO, 
50,50, 
50,50, 
SO, SO, 
50, SO, 
SO, SO, 
50,50, 
SO, SO, 
50,50, 
50,50, 
SO, 50, 
50,50, 
SO, SO, 
50,50, 
50,50, 



SO, SO, 
50,50, 
50,50, 
SO, SO, 
50,50, 
50,50, 
50,50, 
50,50, 
50,50, 
SO, SO, 
SO. SO, 
50,50, 
50,50, 
SO, SO, 
90, SO, 
50,50, 
50,50, 
50,50, 
SO, SO. 
SO. 50, 
SO, SO, 
50,50, 
50,50, 
50,50, 
SO, SO, 
50,50, 
50,50, 
50,50, 
SO, SO, 
50,50, 
SO, SO, 
50,50, 
50,50, 
50,50, 
50,50, 
50,50, 



SO, SO, 
50,50, 
SO, SO, 
SO, SO, 
50,50, 
50,50, 
50, SO, 
50,50, 
50,50, 
50,50, 
SO, SO, 
SO, SO, 
50,50, 
SO, SO, 
50,50, 
50,50, 
50,50, 
50,50, 
50,50, 
SO, SO, 
SO, SO, 
50,50, 
SO, SO, 
50,50, 
SO, SO, 
50,50, 
50,50, 
SO. SO, 
SO, SO, 
SO, SO, 
50,50, 
50,50, 
50,50, 
50,50, 
SO, SO, 
50,50, 



SO, SO 
SO, SO 
50,50 
50,50 
50,50 
50,50 
50,50 
50,50 
50, SO 
50,50 
50,50 
SO, SO 
50,50 
50,50 
50,50 
50,50 
50,50 
50,50 
SO, 50 
50,50 
SO, SO 
50,50 
SO, 50 
SO, SO 
50.50 
SO, SO 
50,50 
50,50 
SO, SO 
50,50 
50,50 
SO. SO 
50, 50 
50,50 
50,50 
50,50 



S2c83,34, ne"2'2 



Sfff£,Sff0O,5££ff,5£f00,Sfrtf,SftOO 

Sff£f,SfrDO,5£f££,S£tO0,Sffft,S££00 

5tr£t,Sff00,Sffff,StfOO,Sftff,S££OO 

Stttf,5£fOO,Sr££f,5ttOO,Stftf,5££00 

SI, 5ftD0,51,SItO0,Sl,5f too 

Sl,StfOO,Sl,StfOO,Sl,StfOO 
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;pl3neO 



dc 
dc 
de 
dc 
dc 
dc 
dc 
de 
de 
de 
dc 

ac 

dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
6c 
dc 



dc 
dc 
dc 
dc 
dc 
dc 
dc 



dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 



dc 
de 
dc 
dc 
de 
dc 
dc 



dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 



Si,«rroo,si, 

Sl,$tfO0,Sl, 
Sl,StfO0,51, 
5ftCf,$tf00, 
S££f£,SrtOO, 
Sf(ff,$ffOO, 
5£££f,Sff(J0, 
S7801,SfrOO, 

59roi,srr<io, 

57e61,SC£CI0, 
srbc9,*ffoo, 
5ff fl.SffOO, 
SfttCSffoo, 
$ff££,5£fOO, 
S££££,SffOO, 
S£££f,SffOO, 
S1001,SfflJO, 
Sc7cl,S££t!0, 
53191, StfOO, 
$be39,Stt00, 
Scrcf,5££aQ, 
Slttl,5££00, 
S££££,S£fOO, 
Sf Jf f.SffOO, 
5£££f,$ffOO. 
?££££, SrtOO. 
S8fai,5£tOO 
$7£61,S££00 
S3t39,S££01) 
$9te7,5££00 
53rE9,5£f00 
SEE££,$ffOO 
«££££, SffOO 
5£££t,5It00, 
$££££, StfOO, 
51£01,S£fOI) 
srroi.sftoo 
57e11,Sf£00 
$3rcd,$EfOO 

S7f ri,sE£oa 

SEEEE,5££00 
Sff££,5££00 
Sf££f,5tfOO 
5f£££,5£E00 
S££££,$t£00 
Sffff.StEOO 
Sffff,5££00 
S£I£f,SffOO 

?£ £rr,$ffoo 

5ffff,SffOO 

S£tft,srroo 

SffEf.SEEOO 
Sffff.SEEOO 

5ff£f,SttOO 
$ffff,5EfOO 
$ftf£,5f£00 
Stiff, SEfOO 

$i,srfoo,si 

Sl,Sf£00,Sl 
Sl,SffOO,Sl 
51,Sf£00,51 
Sl,SffOO,Sl 
51,5£fOO,Sl 
5ff£f,SffOO 
Sf£ff,Sff(J(! 
$££££, SffOO 

$ffff,srroo 
SI, $££00, 51 
Si,srfoo,5i 
51,SffOO,51 
Sl,S£f00,51 
Sl,SffOO,Sl 
Sf£f£,Sff00 

sjfff,srfoo 
S£££f,S££O0 
5£££f,SffOO 
Sl,SffOO,Sl 
Sl,SftOO,51 
Sl,SffOO,$l 
Sl,SffOO,Sl 
51,S£fQ0,Sl 
Sl,5££00,$f 

sttff,Sfroo 

5£££f,Sf£00 
Sftft.SffOO 
5££rf,$ff00 
SI, Sf TOO, SI 
Sl,S£fOO,Sl 
Sl,Sf£00,51 
51,S££00,51 
S:,S££00,S1 
5ff££,S£f00 
5££££,5ff00 
«££££, SffOO 
5f£f£,5£f00 



SffOO, 
5f£00, 
SffOO, 
Sf£00, 
Sffff, 
Sffff, 
Sffff, 
Sffff, 

saeoi, 

SfeOl, 

S£cel, 

S7f99. 

5££el, 

?££££, 

Sffff, 

Sffff, 

Sffff, 

SleOl, 

567cl 

S1E99, 

53ef3, 

,5£££d, 

, Sffff, 

, Sffff, 

, Sffff, 

, Sffff, 

-SlOOl, 

,Sc7cl, 

,S3£91, 

,Sbe39, 

,5c£cf , 

rSlffl, 

,Sffff, 

.Sffff, 

Sffff, 

,52001, 

,Saf81, 

S7t21, 

S7e71 

,S9£9d, 

,S3£el 

,S£££t 

Sffff 

5£ff£ 

Stfff 

Sffff 

, Sffff 

, Sffff 

Sffff 

Sf £££ 

Sffff 

.Sffff 

.SfEEE 



SI, SEE 
S1,S££ 
Sl,Sff 
S££££, 
SffOO, 
SffOO, 
SffOO, 
SffOO, 
SffOO, 
SffOO, 

SffOO, 
SffOO, 

SffOO, 
SffOO, 

SffOO, 
SffOO, 
SffOO, 
SffOD, 

SffOO 
SffOO, 
SEfOO, 
SffOO, 
SffOD, 
SffOO, 
SffOO, 
SffOO, 
StfOO, 
SffOO, 
SffOO, 
SffOO, 
SffOO, 
SffOO, 
SffOO, 
SffOO, 
SffOO, 
SffOO, 
SffOO, 
SffOO, 

, SffOO 

, StfOO 
SffOO 
SffOO 

, SffOO 

, SffOO 
, SffOO 
, SffOO 
, SffOO 
, SffOO 
, SffOO 
StfOO 
SffOO 
, SffOO 
, StfOO 



00 

00 

00 

SffOD 

Sffff, 

Sffff, 

Sffff, 

S4 001, 

siroi, 

Stetl, 
SfBel, 
S3f39, 
STfcl, 
5££££, 
Sffff, 
Sffff, 
Sffff, 
5»f81, 
S7£Sl, 
53f39, 
S9£g7, 
S3££9, 
Sffff, 
Sffff, 

sttff, 

Sffff, 

SleOl, 

S67cl, 

Slf99, 

S3ef3, 

Sfffd, 

Sffff 

Sffff, 

Stfft 

Sffff 

S3C01 

ScEBl 

S3t31 

, S7dc5 

,S££f9 

Sffff 

Sffff 

Sffff 

Sffff 

Sffff 

, Sffff 

, Sffff 

, Sffff 

Sffff 

Sffff 

Sffff 

, Sffff 

, Sffff 



SffOO 

SffOO 

SffOO 

SffOO 

StfOO 

SffOO 

SffOO 

SffOO 

SffOO 

SffOO 

SffOO 

StfOO 

SffOO 

SffOO 

SffOO 

SIEOO 

SffOO 

SffOO 

SffOO 

SffOO 

SffOO 

SffOO 

SffOO 

SffOO 

SffOO 

SffOO 

SffOO 

SffOO 

, SffOO 

SffOO 

SffOO 

, SffOO 

SffOO 

, SffOO 

, SffOO 

SffOO 

, SffOO 

, StfOO 

SffOO 

SffOO 

, SffOO 

, SffOO 

SffOO 

SffOO 

SffOO 

SffOO 

, SffOO 

, SffOO 

SffOO 



, Sffff 
5E£££ 
Sffff 

, Sffff 

, SffOO 
SffOO 
SEfOO 

,S££00 
SffOO 

,SEEOO 

.SttCi 
Sffff 
Sffff 

,SftE£ 
SffOO 
SffOO 

SffOO 
SffOO 

SffOO 

Sffff 
Sffff 
StffE 

sttff 
, SffOO 

, StfOO 

SffOO 

, SffOO 

StfOO 

tft.Sf 

, Sffff 

.Sffff 

.Sffff 

S1,S£ 

SffOO 

SffOO 

, SffOO 

, StfOO 

StfOO 

Sffff 

Sffff 

Sfttf 

.Sl.Sf 



5ffOO,Sftf t, SEEOO 

SffOO, stttf,5££00 

StfOO, Sffff, StfOO 
, SffOO, SfttE, SEEOO 
, SI, SEEOO 

SI, SffOO 

SI, SEEOO 

SI, SffOO 
, SI, SffOO 
, Sffff, 5f £00 
, SffOO, Sffff, SffOO 

SffOO, Sffff, SffOO 

SffOO, Sffff, SffOO 
, SffOO, 51, SffOO 
.SI. SffOO 

SI. SffOO 

SI, SffOO 

SI, SffOO 

, SI, SffOO 

SffOO. Sffff, SffOO 
SffOO, Sffff. StfOO 
SffOO, sffff, StfOO 
SffOO, Sffff, SffOO 

SI, SffOO 

,Sl,St£00 

si, SffOO 
, SI, SffOO 

51, SffOO 
£00, Sffff. StfOO 

SffOO, Sffff, SffOO 
,S£fOO,Stttt,5ttOO 
,S££00,Stf£t,SffOO 
£00, 51, StfOO 

SI, SffOO 

SI, SffOO 
,51, SffOO 
,51, SffOO 

Sffff, SffOO 
,SftQO, Sffff, SffOO 

SffOO, Sffff, StfOO 
,5££QQ, Sfttf, SffOO 
too, SI, SffOO 



Even up the Score !!! 




Stan using your Amiga to give you Uie 
Advantage in making better investment 
decisions! Color Graphics of Individual 
Stocks and General Market Trends. High 
Low Close, Moving Averages, Volume, 
Momentum and Relative Strength. Select the 
best performers with Relative Strength 
Rankings. Know when to get into and out of 
the market. Update stocks and/or mutual 
funds manually or automatically. Easy to use 
Communications included. 



Only $99.95 



See your locaJ dealer or call: 

Software Advantage Consulting Corporation 

37346 Charter Oaks Blvd 

Mt. Clemens, Ml 48043 (313) 463-4995 

Amiga a/id Tha investor's AdvaniaflS ate trademarks of ihelr companies. 



;planel 



dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 

dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
de 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
de 



SI, St 
51, Sf 
Sl.Sf 
91, S£ 
S1,S£ 
S££££ 
Sffff 
Sttff 
Sfttf 
S0,S7 
57e7e 
S7o7e 
50,57 
50,57 
50,57 
S0,S7 
50,57 
S0,S7 



£00,51 
£00,51 
£00,51 
£00,51 
fOO.Sl 

SffOO 
,5ff00 

SffOO 

$££00 
£00,50 
,57f00 

S7fOO 
£00, SO 
£00, S6 
£00,50 
£00,50 
too, SO 
£00 



StfOO, 
SffOO, 
StfOO, 
StfOO, 
SffOO, 
Sffff, 
Sfttf, 
Sffff, 
Sffff, 
57f00, 
57e7e, 
S7s7e. 
S7f00, 
S7f00, 
STfOO, 
S7f00, 

57roo, 



SI, StfOO 

$l,5ftOQ 

SI, SffOO 

SI, SffOO 

Sffff, Sf (00 

SffOO, Sfttf, SffOO 

SffOO, Sfttf, SffOO 

SffOO, Sffff, SffOO 

SffOO, so, STfOO 

S0,S7t00 

S7f00,S7e7e,$7f00 

S7fO0,S0,57t00 

50,57100 

S6.S7f00 

S0,57t00 

SO,S7tOO 

S0,57f0D 



Stfff,S£fOO, Sffff, 

sffff.srfoo, Sffff, 

Sfff£,5EfC0, Sffff 
Sftff.SffOO, Sffff, 
50, SffOO, 50, SffOO 
SO.Sf tOO,5O,5f£00 
SO, SffOO, SO, StfOO 
50. SffOO, SO, SffOO 
50, SffOO, so, StfOO 
so. SffOO, so. SffOO 
Sffff. SffOD, Sffff 
Sfttf. SffOO. Sffff 
Sffff. SffOO. Sffff 
stfft. SffOO. so, S£ 
57800, SffOO, S3e00 
59t00, SffOO, SfeOO 
S7e60, SffOO, SfceO 
StbcB, SffOO, S7t98 
SfffO, SffOO, SffeO 
SO, SffOO, Sffff, Sf 
Stfft, SffOO, Sffff 
Sffff, SffOO, Sffff 
Sffff, SffOO, Sffff 
SIOOO, SffOO. SleOO 
Sc7c0, SffOO, SG7cO 
53t90, SffOO, Sir98 
Sbs38, SffOO, S3e£2 



, SffOO, Sfftf.SffOO 

SffOD, Sffff, SffOO 
, StfOO, Sffff, SffOO 

SffOO, SO, SffOO 

50, SffOO 

SQ.SftOO 

SO, SffOO 

SO, SffOO 
,50, StfOO 

so.sttoo 
, SffOO, sffff.sffoo 

SffOO, SEftt, SffOO 

,$££00, Sffff, SffOO 

£00,54000, SffOO 

,$ftDO,51fOO, SffOO 

,Sf£DO,Sfe40,SttOO 

SffOO, 5f8eO, SffOO 

SffOO, S3f38, SEEOO 

$££00, S7fc0, SffOO 

£00, Sffff, StfOO 

SffOO, Sffff, SffOO 
,SffDO, Sffff, SffOO 
, SffOO, SO, SffOO 
SffOO, S9f 80, SffOO 
SffOO, S7tS0, SffOO 
SffOO, S3r38, SffOO 
SffOO, S9fc6, SffOO 



(continued) 
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;pXano2 



dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
de 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
dc 
de 
dc 
de 
dc 
dc 

dc 
dc 
de 
dc 
dc 
de 
ac 
dc 
dc 
de 
dc 
de 
dc 
dc 
dc 
dc 
dc 
de 
dc 
dc 



dc 

dc 
de 
dc 
(tc 
dc 
de 
dc 
dc 
dc 
dc 
dc 
de 
dc 
dc 
dc 
de 
de 
dc 
dc 
de 
dc 
dc 
de 
de 
dc 
dc 
de 
dc 
de 
de 
dc 
dc 
de 
de 
de 
dc 
dc 
de 

Soundbuf: dc 



5cfcE,*rtoo, srttc, $ff0o,s3rfa,sftoi) 
sicio.sctoa, sa.sffoo.sffft.sftoo 
sttff, $troc,stf Ef,5ffoo,strfr,sffO!) 
SEiif, 5ffoo,sffff, sfroo,5irtif,5ffoo 
s£rrf,5froc,sffit,sffoo,srfff, sffDo 

50, Sff a 0,1 1000, S££DO,SleOO,SffOO 
S«f80,SffOO,5c7cO,S£tOO,S67cO,SffOO 
S7t80,SffOe,$3f90,SfttlO,?l£9B,5££00 
S3f38,SffDO,SbB3»,$f£00,53e!r2,SffOO 
S9fB«,SEE00, Sc{ce,SftOO,Sf££c,Sf£00 

S3fr8,sffoc,siffa,sffoo,so,sffoo 
5ftfr,$ffoc, sf£f£,sffDci,sffff, stroo 

S££££, SfrO0,S£ftf, 5££00,Sttrf,$f£00 

Sffr£,5ffoc,sff[£,sffoo,5frff,srfoo 

so, SffOO, 52000, SffO0,S3c00,5ff00 
SlfOO.Sf fOC,S8fSO,S£faO,Sc£eO,SffOO 
Stf00,Sf£O0,Slr20,Sr£0O,S3f3D,Sff00 
S7e70,SffOO,«';clO,SffOO,S7de4,Srroo 
53fcc, SffOC, S9t9c, 5f £00, Stf f«,sf £00 
S7ffO,5£fOO,53reO,$f£00,SD,SffOO 
5£f fr, Stf 00, 5££££, 5f £00, Stf f f , sffOO 
S£f£f, 5rfOO,Sttff,S£fOO,Sffff, SffOO 
Sf££f,S££OC,S£££f,SffOO,$£ftt, SffOO 
Sff ff,SffOe,SO,S3fOO,$f££r,Sb£00 
S£fff,Sbroc, Jtfff, 5b£OO,Sffr£,Sbf00 
S8181, SbfOC, Sbdbd, SbfOO, Sbdbd.SbtoO 
S>xlbd,4bf0C,581Bl,Sbf00,Sffff, SbfOO 
5£f £f, SbfOC, SI££f , SbfOO, Sf f f f , sbroo 
S£££f, 5bf00,Sff£9,$bf00,Sfff9,Sbr00 
S££££, SbfOC, Sf f ££, SbfQO, S£££f, SbfOO 
Sffff,SbtOC,Sff££,Sb£00,Sfffr,SbfOO 
Sff f£, SbfOO, S£fff,Sb£00,Sff££, SbfOO 
Sffff, Sb£00 



SO, SO, 

SO, SO, 

50,50, 

50,50, 

50,50, 

50,50, 

50,50, 

SO, SO, 

50,50, 

50,50, 

SO, SO, 

50,50, 

SO, SO, 

50,50, 

50,50, 

50,50, 

50,50, 

SO, 50, 

50,50, 

$0,50, 

50,50, 

SO, 50, 

50, SO, 

50,50, 

SO, SO, 

SO, SO, 

50,50, 

50,50, 

50,50, 

50,50, 

SO, SO, 

SO, SO, 

50,50, 

50,50, 

50,50, 

50,50, 

SO, SO, 

50,50, 

50,50, 

50,50, 

50,50, 

50,50, 

50,50, 

50,50, 

50,50, 

50,50, 

50,50, 

50, SO, 

50,50, 

50,50, 

60,50, 

50, SO, 

50,50, 

50,50, 

50,50, 

50,50, 

50,50, 

50,50, 

50,50, 

SO, SO 

SB07f 



,50,50, 
50,50, 
SO, SO, 
50,50, 
50,50, 
50,50, 
50,50, 
50,50, 
50,50, 
50,50, 
SO, SO, 
50,50, 
50,50, 
50,50, 
50,50, 
50,50, 
50,50, 
50,50, 
SO, SO, 
50,50, 
50,50. 
SO, SO, 
SO, SO, 
50,50, 
50,50, 
50,50, 
50,50, 
50,50, 
50,50, 
50,50, 
50,50, 
50,50, 
50,50, 
50,50, 
SO, SO, 
50,50, 
50,50, 
50,50, 
50,50, 
SO, SO, 
50,50, 
50,50, 
50,50, 
50,53, 
50,53, 
50,50, 
50,50, 
50,50, 
50,50, 
50,50, 
50,50, 
SO, SO, 
50,50, 
50.50, 
50,50, 
50,50, 
50,50, 
50,50, 
50,50, 



50,50 
50,50 
50,50 
50,50 
50, SO 
50,50 
SO, SO 
50,50 
50,50 
50,50 
50,50 
50,50 
50,50 
SO, SO 
50,50 
60,50 
50,50 
SO, 50 
50,50 
SO, SO 
50,50 
50,50 
50,50 
50,50 
50,50 
50,50 
50,50 
50,50 
50,50 
50,50 
50,50 
50,50 
50,50 
50,50 
50,50 
50,50 
50,50 
50,50 
$0,50 
50,50 
SO, SO 
50,50 
50,50 
50,50 
50,50 
SO, SO 
50,50 
50,50 
50,50 
50,50 
50,50 
SO, SO 
50,50 
50,50 
50,50 
SO, SO 
$0,50 
SO, SO 
SO, SO 



; The end of data that muat b« in CHIP memory 
dataend; 



jThis table seta 


the changeover points for 




;wavo3 . 








wavBlena 


: dc 


14,42^84, 1<0,210,294,392,504,630,7TO,924 






de 


5555 .-As an endrr.ark 




;Our new 


screen 






nscreefi; 


dc 
deb 


0.0,320,200, depth r left, top, width, height 
1*0 ; pens 


depth 




dc 


v_3prite3 . uiewnodes 






dc 


custoniscreen : type 






del 


; font 






del 


; title 






del 


; gadgets 






del 


; custombitnap 




;Our new 


vindaw 






nwindow: 


dc 


0,0,320,200 - left,top,width,heiqht 






de.b 


0.0 .' pens 






del 


rawttey : IDCMP flags 






del 


activate+borderless^smart refresh 
+rGportnou3e+backdrqp 






del 


,- first gadget 






del 


; checkinairk 






del 


D : title 






del 


; screen 






del 


; bitmap 






dc 


0.0. 0.0 ; min,raax 






dc 


cuatomscrecn ; type 




;Our color table 






ctable: 


dc 


SOOO,Sfff,5rOD,S0Of 






dc 


SfOf, SOOf, SfEf,5fO0 




; Places to checic 


for a baby collision 




bitloca: 


deb 


-14,-8,-6,6,8, 14 




audiomap 


deb 


l^^i^rB .-audio channels to try 




audname: 


deb 


*audio, device' ,0 




intname; 


deb 


Hntuition .library' , 




gfxnamer 


deb 


^graphics. library' , 




doanara: 


deb 


^dos. library' , D 






structure operation, 






aJiQ rt 


op_conO 






short 


&p_conl 






short 


op_aniod 






short 


op_bniod 






Short 


op cnod 






short 


op_dniad 






long 


Qp_aflwn 






long 


op^apt 






long 


op bpt 






lang 


op_cpt 






long 


Dp_lSpt 






short 


op_bltsiiB 






label 


opsize 




nda: 


macro 






aolfsoti 


set 


3oIf3et-\2 




\1: 


equ 
endfi 


saffget 




;A11 our 


local variables 




.-These are on our 


stack, vorking backwards 




.-first ar 


guraent i 


s the name 




.-second 1 


9 its si 


ze 




soffsetj 


set 









nds 


execbase,4 






nds 


dosba5e,4 






nds 


gfxb3ae,4 






nds 


Intbase, 4 






nds 


raytask, 4 






nds 


nuniberop3,2 






nds 


nextop,4 






nds 


operations, opsize'lO ;gp to 10 operations 






nds 


Tr.snory,4 ;our CHIP memory 






nds 


babyscreen,4 






r.ds 


n:yplafie5,4 






nds 


state, 4 






nds 


changes, 4 






nds 


count, 2 






nds 


seed, 4 






nds 


al?etenip,4 






nds 


planelength,4 






nds 


babywindow,4 






nds 


code, 2 






nds 


uport,4 






nds 


place, 2 






nds 


tinker, 2 






nds 


old, 2 






nds 


babies, 2 






nds 


saved, 2 






nds 


terep,2 






nda 


cyclel,4 






nds 


cycle2,4 






nds 


wave, 2 






nds 


attract, 2 






nds 


babieson, 2 






nds 


soundporc,mp size 






nds 


soLindio, ioasizeol 






nds 


lo2,loa_3lzeof 






nda 


allocated, 4 






nds 


returnmsg, 4 




work spec; 


equ 


scvffget 


* y^ 



AC- 
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AMIGA 



by Stephen R. Pietrowicz 

Pfogramming Tools 

I've always liked programming utilities. 
Most of my programming background is 
on UNIX, where development utilities 
abound. It's great to have a rich environ- 
ment with many ulililies to help you 
during a development cycle. 

There are many different types of 
utilities. Programs that find all occur- 
rences of a word in a file, programs that 
tell you the differences between one file 
and another, and programs that cross- 
reference variables and functions can 
make your programming tasks much 
easier. Probably one of the most 
interesting types of utilities are programs 
that actually generate code for use in 
your own programs. 

In UNIX, programs like LEX and YACC 
CYet Another Compiler Compiler) can 
generate functions written in C that you 
can use in your own programs. LEX 
generates lexical analyzers, and YACC 
generates parsers. (A version of YACC, 
called BISON, is available on a Fred Fish 
disk.) LEX and YACC are used primarily 
to write compilers, but they can also be 
used to write other applications, such as 
shell programs. They can be valuable 
tools if you need a scanner or parser 
quickly, but you can't spend much time 
actually going through the mechanics of 
writing them. 

If you've tried to create menus and 
gadgets for Amiga programs, you already 
know how hard it can be. It's a laborious 
process of writing the code for the data 
structures, compiling the program, 



checking to see what mistakes you've 
made, correcting them, and compiling 
again. This process continues until you're 
satisfied with how everything looks. It 
can take a long time to get everything 
perfect, so you'll be happy to know there 
are Amiga programs that can make 
creating menus and gadgets much easier. 

NO'I'B All the programs I'm going to tell 
you about are available on the Fred Fish 
disks, from PeopleLink, and from various 
BBSs around the country. 



MenuEd 

MenuEd is a shareware program by 
David Pehrson of Mantis Development. 
As lis name implies, it's a menu editor. 
McnuEd lets you construct how you 
want your menus to appear on the 
screen, and then generate C code for 
those programs. 

Using McnuEd, you can quickly construct 
the menu titles, menu items, and menu 
subitems. You can set the text attributes 
of your menus (plain, bold, italic, 
underlined, or any combination of 
these), plus check marks, command 
keys, and more. Clicking on the "test" 
gadget replaces MenuEd's menus with 
the menus you constructed, so you can 
even see how they look! 

MenuEd can write C code for the menu 
data structures you've designed, or save 
them in a special format you can reload 
later. I always save a copy of the menus 
I use in the MenuEd format, just in case I 
want to change or add menu items later. 



David Pehrson asks that anyone who 
uses MenuEd please send $15 to help 
cover development costs. You receive 
the latest update to MenuEd and a 
printed manual. Considering the time 
you can save with menu items that work 
the first time, I think it's money well 
spent. If you've tried to create your own 
menus before, you've got to see the 
program! 



VGad 

Another great utility I came across 
recently is VGad. VGad generates the C 
code for gadgets with quite impressive 
results. You design two screens with 
your favorite paint program that supports 
IFF. On the first screen, you draw 
gadgets as ihe/ll appear in their initial 
unselected state. On the second screen, 
you draw the gadgets as ihe/ll appear in 
their selected state. 

After you have designed the screens, run 
VGad. With the mouse and keyboard, 
box out areas of the screen you want 
and tell VGad to turn them into gadgets. 
VGad automatically generates image and 
gadget data structures necessary for your 
gadgets. VGad can also generate the 
image structures without the gadgets (if 
that's what you want to use), and it 
supports creation of windows. 

VGad also allows you to gel creative 
with your gadgets. You don't have to 
limit yourself to simple text strings in 
your gadgets anymore. You can even 
draw an unhappy face that changes to a 

(continued) 



Amazing Computing V3. 8 ©1988 85 



We're looking 

for some far out 

thinkers! 




i\\^ 'i!3' 



"We're far out and 
very bright!" 

You don't have to be from outer 
space. You just have to be a unique 
computer programmer. 

If you have an Amiga program 
near completion that you think is a 
winner, you should contact Gold 
Disk right away. We're looking for 
top quality software to market. 
Working with us could be the most 
rewarding move of your life. 

Write or call us for our free 
developer's kit, "Hitch your wagon 
to a star," 




GOLD DISK 

P.O. Box 789, Streetsville, Mississauga 
Ontario, Canada L5M 2C2 
Telephone: (416) 828-0913 



happy face when it is selected. After VGad generates the code 
for your gadgets, changing the files it generates to chain the 
gadgets and attaching them to the window you've generated 
is relatively simple. 

Included in the VGad.ARC file are sample IFF pictures, source 
and executable for a simple test program that illustrates how 
VGad works. Again, if you've been frustrated creating gadgets, 
VGad is definitely something to look at. 

VGad, written by Stephen Vermeulen, is freely distributable 
for reasonable media costs. 



Other Code Generating Problems 

NGI, by National Pixel Products, takes IFF picture files and 
produces the C structures for GELs, Sprites, and Workbench 
icons. It's quite easy to use, and even allows you to name the 
structures NGI generates. This way you can avoid accidently 
declaring two structures with the same name. 

I should also mention PowerWindows by Inovatronics, a very 
capable program many developers use, PowerWindows 2.5 
allows you to design screens, windows, and gadgets, and 
outputs the code in any of the following formats: 68000 
Assembler, Manx C, Lattice C, CSl Mulli-FORTH, TDI Modula- 
2, True BASIC, AmigaBASIC, or AC/BASIC compiler! Power- 
Windows 2.5, which should be out by the time you read this, 
costs $89.95, If you want to generate code above and beyond 
what the current PD and shareware code generators provide, 
check out PowerWindows. 

Programs such as fvlenuEd, VGad, NGI, and PowerWindows 
allow you to concentrate on the most impwrtant part of your 
program: making the user interface look easy to use and 
attractive. Think about it; which programs do you u.sc most 
often? The programs with the best interfaces, of course! No 
one wants to use a program that is difficult to use. With 
programs like those covered here, you'll never have to say, 
"Well, I finally have the menus working, I'm not going to 
touch those things again. They're too hard to change." 



Wrap Up 

What type of information would you like to see in this 
column? If you have any news, suggestions, questions, or pro- 
gramming hints please feel free to send them in to: 

The Developing Amiga 

c/o Amazing Computing 

P.O. Box 869 

Fall River, MA 02722 

Stephen R. Pietrouncz is an assistant chairman of People/Link's 
Amiga Zone, a freelance writer, author of ACQ, the sound and 
graphics conferencing program, and a member of The C 
Group. .^^. 
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by John Steiner 



Bug Bytes 

The Bugs & Upgrades Column 



Two readers rep>ort a bug in Pagesetter, 
Gold Disk's desktop publishing software. 
Reports center around several duplicate 
entries in the font list. A call to Gold 
Disk confirmed no problem with the font 
list. Using PageSelter and creating 
documents with several font types and 
sizes seemed to pwint out that more than 
one font list is available. Pagesetter lists 
all ROM fonts, all fonts currently in RAM, 
and finally, all fonts in the assigned fonts 
directory. This set-up allows faster 
access as you swap between fonts 
already used in your publications. 

While working with Professional Page, I 
ran across a bug that can cause a 
document to be lost. The bug has been 
duplicated on two different Amiga 2000s 
and an Amiga 1000 installation. If you 
link two or more boxes and delete or 
resize earlier text so there is at least one 
empty box at the end of the link, you set 
up the problem. If you use "select all" or 
°shift-F4" to select the text, the program 
immediately begins consuming RAM, It 
never completes the "select all" 
command and consumes RAM until the 
machine gurus. If you use linked boxes, 
watch for this one. You can lose a lot of 
work. If you have jinked boxes in your 
document, save before you "select all." 

In its Spring 1988 newsletter, Gold Disk 
announced an upgrade to the GoldSpell 
spelling checker. GoldSpell II now 
supports files from WordPerfect, 
Professional Page, PageSelter, Textcrafl 
and Textcraft Plus, Scribble!, as well as 
generic ASCII files. A batch correaion 
function allows lengthy documents to be 
checked without user interaction. Errors 
can then be corrected later. Personalized 
user dictionaries are also supported. A 



"search and replace" feature allows 
automatic word swapping (such as color 
for colour, or theater for theatre). 
Current Gold Spell users can upgrade to 
GoldSpell II for S20.00 U.S. or $2500 
Canadian, 

Gold Disk 

Box 789 Streetsville 

Mississauga, ONT Canada L5M 2C2 

1-800-387-8192 (U.S. only) 



Absofl Corporation has announced 
upgrades for two of its language 
compilers. The latest version of Absoft's 
AC/FORTRAN is version 2.3. Cun-ent 
users of version 2.2 can upgrade to 
version 2,3 for $50.00. 

Registered users of AC/BASIC should 

have already received version 1.3, which 
began shipping in late May. The no- 
charge upgrade includes an Environment 
Editor that allows you to modify the 
function of certain elements of the AC/ 
BASIC compiler and runtime system. 
You can customize a runtime library for 
a particular application or suppress 
default display characteristics while the 
compiler is running. 

Compiler improvements include 
enhanced compatibility with 
AmigaBASIC, additional error checking, 
and modifications to the SELECT &VSE 
statement to make AC/BASIC more 
compatible with QuickBASIC 4.0 (which 
runs on MS-DOS computers). Several 
bug fixes correct problems found in 
version 1.2. Several example programs 



are included on the disk, including a 
great BASIC spreadsheet program that 
can be customized and compiled. 

If you have version 1,2 of AC/BASIC and 
have not received the upgrade, you 
probably did not send in your 
registration card. To receive the no- 
charge upgrade, send your registration 
card to: 



Absofl Corporation 

2781 Bond St 

Auburn Hills, MI 48057 

(313) 853-0108 



Several people who use software 
supporting PostScript printers report 
problems printing to PostScript printers. 
Programs such as Professional Page, 
Laser Script, and WordPerfea have 
PostScript drivers capable of driving 
these high quality printing devices. 
Often the problems reported have 
revolved around the inability to print 
large files. Small files (up to several 
pages of text and no graphics) print fine, 
but large files never come out of the 
printer, or only print the first couple of 
pages. 

Most of the time, you must match the 
handshaking option in Preferences and 
the laser printer. The printer bogs down 
while printing a large graphic or a 
complex document and cannot tell the 
Amiga to stop sending the file. When 
the printer again begins gathering data 
from the computer, it gets confused 



Ccontittued) 
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BLAZING FAST Compile Times... 

Unbelievable TIMING TEST Results... 

Hundreds of EXTENDED Features.,. 

You've READ About It-Now EXPERIENtt It! 
The F'BASIG Language System 

An Enhanced Compiled BASIC Language 

n Beginninq AMIGA'" programmers choose F-Basic due to 
its simplicity and ease of use. If you know BASIC, you can 
program in F-Basic immediately. 

n Programmers of all levels choose F-Basic because its 
hundreds of built-in features provide an AMIGA language 
environment that coincides with your experience. F-Basic 
can'l be outgrown, due to features like; 



• Extensive Control Struttores 

• lOCAL & GLOBAl Voriobles 

• Uhra Fast Flooting Point 

• RECORD Stractures & Pointers 

• INCLUDE S. APPEND 
Separate Files 

• PATTERN Matching Support 



• Rwursivo SUBROUTIt^ES 4 
FUNaiONS 

• 32, 16, and 8 Bit INTEGERS 

• Powerful String Facilities 

• Direct ROM Kernel Access 

• Birwiso Opsrotions 

• Access to 68000 Registers 



• Easy high level access lo AMIGA Screens, Windows, Menus, Sound, 
Speech, Graphics and Events. You'll like the eose of use. 

n The F-Basic™ Language System includes; 

• Comprehensive Users' Manual— Full 
Documentation of All Supported Features 

• Sample Programs Disk— A "Hands On" Tutorial 

• FastCom^'* single pass compiler, which quickly 
compiles F-Basic programs into assembly code. 
FastCom is written in F-Basic. ..That's your 
guarantee of the speed and efficiency of F-Basic. 



Send $79.95 CHECK OR MONEY ORDER TO: 

DELPHI NOETIC SYSTEMS, INC. 

Post Office Box 7722 
Rapid City, South Dakota 57709-7722 
Credit Card or C.O.D. call (605) 348-0791 



F-Basic and FostCom ore register«J trodemorits of DNS, Inc 
AMIGA is a roistered trodemark of CommodoreiAMIGA, Inc. 



Support your Amiga, 
JOIN A USER GROUP! 



because some commands have been missed. Postscript then 
refuses to accept any more data until it receives an end of file 
marker. 

To correct the problem, make sure handshaking is sec to 
hardware mode in both the printer and Preferences. If your 
printer won't handle hardware handshaking, or if you share 
the printer with other computers that are working properly, 
set the baud rate to 1200, rather than 9600, This change 
allows the printer plenty of time to keep up with the 
computer. 

If an error occurs, Postscript printers always send error 
messages back to the software. Unfortunately, most software 
packages ignore these error messages. If you have a file that 
will not print and you are not sure why, simply print the file 
lo disk, rather than the printer. Then use a 
telecommunications program that allows you to split the 
screen between text being sent and text being received to 
send the file to the printer. Send the file as ASCII text, not 
Xmodem or any other packet protocol. At the point of error, 
the Postscript printer sends the error message to the 
communications software, which then displays the message 
on the screen. You need split screen software because error 
messages are mixed within the text being sent and can 
quickly be lost as they scroll off the screen. 

Oxxi, Inc. is now shipping MaxiPlan version 1.9. The new 
version includes mostly bug fix and a couple of new features, 
including a Blitter Option in Charts which allows a second 
color to be displayed in either the Chart Border Area or Data 
Area. Column widths can now be changed by dragging the 
mouse, so keyboard entry of column widths is no longer 
required. 

Registered owners receive the upgrade automatically. If you 
have not registered your MaxiPlan package, call Oxxi directly 
for upgrade information. 

in other news from Oxxi, Nimbus version 1.3 is now 
available. The latest version contains bug fixes and 
enhanced menu and mouse functions. The manual has been 
rewritten and expanded. If you are interested in receiving 
the expanded manual and the latest version, call Oxxi. The 
upgrade will cost $2500 plus $4.00 shipping and handling. 

. , Oxxi, Inc. 
■Box 4000 
Fuflenon, CA 92634 
(213) 427-1227 



■AC- 
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by The Bandito 



Remember the good old days when the 
Amiga was new, there was Ktckstait 1.0, 
and the only software packages were 
GraphiCrafi and TextCrafL' At that lime, 
Commodore looked for a few key types 
of software to help initial sales. One of 
these key programs was a spreadsheet: 
MaxiPlan. This spreadsheet was to be 
more powerful than Lotus 1-2-3, with 
great graphics and speaking spreadsheets 
keyed by voice synthesis. The developer 
was MaxiSoft, and to get its product out 
to the widest audience, they entered a 
distribution deal with Electronic Arts. But 
the first release of MaxiPlan had serious 
bugs; though MaxiSoft fixed them, the 
damage was done to their relationship 
with HA. Now, finally, the whole matter 
is ending up in court over $250,000 that 
MaxiSoft (now Oxxi) claims EA owes 
them. The suit probably won't be 
resolved till the end of the year, given 
how long it's taken to get this far. But 
Oxxi sure could use a quarter of a 
million bucks for advertising and 
marketing, and maybe more product 
development. 

If 5250,000 sounds like a lot, then you 
aren't ready for the big leagues. The 
lawsuit with Oxxi is trivial compared to 
the $7.5 million suit against EA filed by 
Belhesda Software. The dispute involves 
Bethesda's Gridiron game for the Amiga 
and the ST. Dethesda had signed an 
Affiliated Label (AL) deal with EA, which 
made EA the exclusive distributor of the 
game. Bethesda charges that EA worked 
to stop development of ttie Mac version 
of the game and stole ideas from 
Gridiron to use in EA's upcoming John 
Madden Football. No response yet from 
EA — his lawyers are probably loo busy. 

In other entertainment news, Activision 
has changed its name to Mediagenic 



(which sounds like a bio-engineering 
firm producing mutant couch potatoes). 
The Bandito observes that this tactic is 
the time-honored one for companies at 
the bottom trying to claw their way back 
up — when all else fails, change your 
name and get a new logo. It worked for 
NBC, after all, and now CBS is trying it, 
too. Ostensibly, the new name reflects 
the company reorganization into two 
divisions, one is Entertainment and the 
other is Creativity/Productivity, 

Cynics note that this is the same type of 
reorganization Electronic Arts went 
through a year ago. Great minds think 
alike, though it's not too surprising — 
some of the great minds that were at EA 
are now at Mediagenic. Mediagenic's task 
is to revive the dormant Entertainment 
division with some hits. Now, if they 
were really clever, they could do some 
killer technology on the Amiga to get a 
reputation, and then port it over to the 
more mundane (but more profitable) MS- 
DOS and C64s. The Bandito thinks that's 
how to get the best games — don't you? 

Broderbund, always in search of another 
product that will sell like Print Shop, 
thinks they've found it in Jam Session. 
This easy and fun music program is 
burning up the Macintosh market, and 
they're planning to bring it to the Apple 
IIGS, the IBM PC, and of course, the 
Amiga. The product lets anyone playing 
the computer keyboard sound like a 
professional musician. Some nice 
animated graphics onscreen go along 
with the sounds. It's like Instant Music — 
animated musicians play onscreen while 
you sound your own riffs. 

News filched from West Chester 
dumpsters: profit margins on Amigas 
have been hurt by rising DRAM costs, so 



don't look for any price decreases. In 
fact, there could be a price increase by 
the end of the summer. (Just when 
things were starling to roll, loo.) Commo- 
dore has announced that there are now 
over 600,000 Amigas worldwide, and 
they hope to hit the magic million unit 
mark by the end of the year. Interest- 
ingly, 45 percent of Commodore's 
revenue is now generated by Amigas. 
The one million unit number is indeed 
magic, because many big software 
houses won't even talk to you unless 
you've sold a million units. 

Look for the Microsoft deal to heal up 
near the end of the year. The Bandito's 
spies report versions of Write and Excel 
in the works. 

Speaking of secret projects, look for 
some to be revealed (or at least hinted) 
at the upcoming AmiExpo, The Bandito 
hears that there will be some new 
versions of 3D software to shake up a 
few major players. NewTek will unveil a 
new Demo Reel which will be even 
better than ihe first one. Titling software 
and the animation market will see some 
impressive advancements. Even stodgy 
Commodore is contemplating a few new 
product announcements at AmiExpo, 
although final decisions won't he made 
until just before the show. 

Rumors continue to float out of Commo- 
dore that Amiga 500's may go into mass 
market channels. While the sales force 
vehemently denies this, there's some 
muttering at the top levels that this entry 
may be the only way to get the Amiga 
market to critical mass. Right now. 
Commodore is being really nice to its 
dealers and spending a lot of money on 
training and dealer promotions. Commo- 

(continued) 
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dore has even put together a big ad blitz 
for the fall, targeting the Amiga 2000 
(and maybe the upcoming 2500 with the 
68020 and 80286 coprocessor for MS- 
DOS compalibility) at professional video 
market and graphics professionals. 

Could this be Commodore's secret 
plan — get dealers to move more high- 
margin 2000's, so when Commodore 
takes away the 500 to sell in the mass 
market, the individual dealers won't 
mind so much? The Bandito doubts that 
Commodore is that Machiavellian. On the 
other hand, it might work... 

Another indicator of dispute at the higher 
levels of Commodore is the recent firing 
of Frank Leonardi, head marketing 
honcho. Could it be that there were 
differences of opinion over distribution 
channels and marketing methods? 

As you may recall, the Bandito noted that 
some Amiga developers were planning 
to work on Macintosh and IBM versions 
of their products. One such company is 
Byte by Byte, who have announced a 
version of Sculpt-Animate 3D for the Mac 
II. This tidbit received some attention 
from the Mac press, which mentioned 
that the produa was first available on the 
Amiga. More interesting is how Scott 
Peterson has been saying less than kind 
things about Commodore and the Amiga. 
The Bandito suggests you shouldn't 
throw stones before you leap over that 
bridge you've just burnt, to mix a fresh 
metaphor. Better wait until you get a 
Mac product out before you start bad- 
mouthing your only source of revenue. 

Speaking of developers looking for 
greener pastures, Microillusions has 
demonstrated Photon Paint for the Mac 
II. The response from insiders has been 
mostly ho-hum. Perhaps that has 
something to do with Photon Paint's 
snail-like sales for the Amiga version. 
Which leads to,., 

HAM Paint Wars update: Sales of the 
current HAM paint programs, Photon 
Paint and Digi-Paint, have slowed to a 
crawl in anticipation of Deluxe PhotoLab 
and Digi-Painl II. By the time you read 
this, Deluxe PhotoLab will be out at a 



price of S150. Digi-Paint I! probably 
won't be out until late summer, but the 
price will be well under $100, according 
to NewTek. lxx>k out in the summertime 
for the latest shots to be fired. Digi-Paint 
11 will have a price advantage and heav^' 
advertising, while PhotoLab will have a 
few more features, but a hefty price tag 
and no advertising. The war promises to 
be interesting, especially since so many 
more soldiers are heading for the 
battlefield. 

The latest rumor drifting by the Bandito 
is that Express Paint will add HAM 
capabilities sometime around Christmas 
to become the latest entry in the HAM 
Paint Wars. A new version of Deluxe 
Paint II with halfbrite support and 
animation capabilities has also been 
seeded to some graphic artists for testing; 
no HAM mode yet, so it's not a top-rank 
fighter, impulse's Prism is undergoing a 
redo called DiamondPaint. Does that 
mean it's expensive and very hard? 

Finally, Antic Software, a leading Atari ST 
software publisher, will be publishing a 
version of its CyberPaint animation and 
paint program for the ST. The Amiga 
version, arriving this summer, is known 
as Zoetrope. You pays your money and 
you makes your choices,.. 

Piracy is so bad in Europe that they're 
even copying hardware! The Bandito has 
been told that Italian pirates have ripped 
off Digi-View and are making copies of 
the hardware in a little black case 
(instead of white). Apparently, they 
haven't quite got it right; the picture 
quality is not as good as the real thing, 
and the hardware only works with Digi- 
View 1.0 software. NewTek's president, 
Tim Jenison, is repwrtedly preparing "a 
surprise" for them. The Bandito doesn't 
know what that might be, but he won't 
be standing next to any pirates when 
they pry of>en a Digi-View. 

Atari fired its U.S. computer division 
manager who had only been on the job 
for a few months. Ko reason was given, 
but industry analysis cited poor U.S. sales 
of Atari ST's. Atari's purchase of Feder- 
ated continues to burden earnings. 
Ironically, the Federated stores sell more 



Amigas than ST's, despite efforts to put 
the Amigas in back corners and pile 
Ataris in the front. 

Since ST sales dropped. Atari has been 
concentrating on the video game market 
and researching new models. All sorts of 
trial balloons are floated by Atari, in 
typical Jack Tramiel fashion. Atari 
announces development of new comput- 
ers about every other month it seems: 
68030 based machines, transputers, UNIX 
boxes, and more. It's just Uncle Jack, up 
to his old tricks again, Let's make an 
announcement and see if there's any 
interest before we actually start produc- 
ing something. Whatever happened to 
those low-cost IBM clones? Where is the 
bliiier chip, anyway? 

You've gotta feel sorry for those poor 
people who bought ST's. They believed 
the salesmen talking about millions being 
sold, all the major software available. Oh, 
sure, it's better than an Amiga. It reminds 
the Bandito of the time the Commodore 
Plus 4 was going to conquer the com- 
puter market. 

EA's hot new Interceptor flight simulator 
sold out its first run in less than a week. 
More scenery disks and a new, even 
hotter version have been announced by 
designer Moses Ma, The real news is that 
they intend to distribute these new 
versions themselves, not through 
Electronic Arts. Ya get one hit, and it 
goes to your head. 

Jay Miner, father of the Amiga, is 
recovering well from surgery. But all you 
publishers, take note: send him your 
Amiga software, and he'll feel better. The 
Bandito thinks there's something wrong 
if the creator of the Amiga has to buy 
software. Don't you agree? 

•AC- 



[The statements and projections presented in 
'Roomers" are rumors in the purest sense. The 
bits of information are gathered by a third 
party source from whispers inside the industry. 
At press time, they remain unconfirmed and 
are printed for entertainment value only. 
Accordingly, the staff and associates of 
Arrutzing Computing"* cannot be held 
responsible for the reports made in this 
column] 
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Amiga Libraries and the FFP and 
IEEE Math Routines 



Thanks to ihe Amiga, many strange terms like "multitasking" 
and "custom coprocessors" have become household words, 
"Library" can now be added to the list of the transformed. The 
concept of libraries on mainframes and minicomputers has been 
around for a long time, but unlU quite recently, it was unknown 
to the micro "world. 



What Ts a Library? 

To paraphrase the ROM Kernel Manual, a library is a machine 
code interface that allows the programmer to call system 
routines without knowing their precise locations in advance. A 
library consists of code and data segments, and a collection of 
jump instructions that point to various routines in the library's 
code segment. The provider of the library (Commodore or some 
third party) publishes the address of each jump instruaion, so 
programmers can access the library's routines through these 
instructions. The routines can be anywhere in the library, but 
the jump instructions are always in the same order and location. 



Advantages 

The greatest advantage of using a library is the ability to 
develop prograins that can work with different versions of the 
same library without recompiling or relinking. Since a major 
part of the Amiga system (such as Intuition, graphics routines, 
and AmigaDOS) is provided through libraries, most programs 
are quite independent of the operating system and work 
properly with dilTerent versions of Kickstart and Workbench. 
Another advantage of libraries is that any routine supplied in 
one can be used by many different programs without duplicat- 
ing the routine's code within them. This provides a tremendous 
saving in memory and disk space. 



Use 

Before a library can be used, it must be opened with a aill to 
OpenLibrary. OpenLibrary's arguments are the library name and 
the expected version of the library. If the library version number 
is lower than what is sfsecified by the user, OpenLibrary fails. 
This allows the user to assure that a specific library version is 
present, if such a version is required for it to run properly. 

OpenLibrary causes the system to search for the named library 
in the system library list. If the library is not currently in RAM, 
AmigaDOS searches for it in the DEVS: direaory on disk. 
OpenLibrary returns a pointer to the library's base if the open is 
successful, or nil if the open fails. 



by Steve Faiwiszewski 

OpenLibrary is declared in the Benchmark package as follows: 

PROCEDURE OpenLlbraryOibname ; ADDRESS; version : 
LONGCARD): LibraryPtr; 

where libname is the address of the name of the desired library. 

Once the library is open, the user can call a library routine by 
setting up all registers required by the routine, and then 
transferring control to one of the entries in jump table. The 
jump table entry is specified as an offset from the library base 
pointer (which is returned by OpenLibrary); As mentioned ear- 
lier, these offsets must be made public by the library's creator. 



Library Calls in Higb-Level Languages 

Since the library is a low-level mechanism (in that it requires 
assembly code to set up all the registers and to perform the call 
to the jump table entry), most high-level language packages 
provide routines that are the "glue" to the library calls. These 
routines are intermediate steps between the user's high-level 
program and the library's low-level code. 

Using these "glue" routines creates a bit of overhead (since the 
CPU wastes some time in the "glue" routine setting things up, 
instead of jumping directly to the library code), but the 
programmer's life would be much more difficult without them. 
The "glue" routines appear as a linkable library in C packages, 
and as support modules in Modula-2 packages. For example, all 
procedures in module Intuition do nothing but load arguments 
into registers and call the appropriate Intuition library routine. 



RoUing Your Own Library Interface 

If you want to use a certain library in Modula-2, you need to 
code your own interface to that library, Most Amiga hardware 
and software packages are geared toward C, so when a new 
library is introduced, only the C glue routines are supplied. 
There are also standard Amiga libraries that the existing Modula- 
2 compilers don't address. For example, the TDl compiler does 
not supfwrt Motorola FFP (Fast Floating Point) REALs, white 
Benchmark does not support IEEE double precision REALs. 

To write an interface, you must know: a) what arguments the 
library's functions expect and; b) the functions' offsets (their 
locations) from the library base. This information can be 
obtained from the .fd files (usually provided by library supplier). 
The .fd files are simply text files containing the description of 

(continued) 
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the rouiines' input and output parameters, and the location of 
each routine's entry in the jump table. These .fd files are also 
used in AmigaBASlC, so any new library should include them. 

To calculate the offsets, use the "bias" field for the starting 
offset. Negating that value gives the first function's offset from 
the library base. For example, if "bias" is 30, the offset to the 
first routine is -30. The size of each jump entry is 6 bytes, so the 
offset of the second library routine is -36, the third is -42, and so 
on. For each routine, the .fd file also contains a list of registers 
that must be set up with data before a call is made to that 
routine. Unfortunately, the .fd file does not specify what has to 
go in the listed registers. This information must come from some 
other documents (which should be provided with the library), 
such as Commodore's AutoDocs, the RKM, or other manuals. 

Once you obtained all the above information , writing a "glue" 
procedure is easy. Use SETREG to set up the needed registers 
with relevant data. SETREG register A6 with the library's base 
pointer, and code an inline instruction to do a JSR (jump 
subroutine) through A6, with the offset for the particular 
routine. The assembler equivalent instruction would be: 



JSR 



<RoutineOffsGt>CA6) 



To generate the JSR instruction inline, use the CODE statement 
with TDI, and INLINE with the Benchmark compiler. The 
Benchmark documentation states that register a6 is used as 
scratch, so there's no need to preserve its value. However, TDI's 
documentation does not mention register usage. But, looking at 
TDI's own glue routines, 1 noticed that register A6 is preserved. 
Accordingly, you should follow TDI's example when using that 
compiler. 



Matb Libraries 

The accompanying listings provide the "glue" routines for 
interfacing TDI code to the FFP library, and Benchmark code to 
the IEEE double precision library. While using FFP library calls 
to do math is not as convenient as using the compiler's built-in 
arithmetic operators and various transcendental functions, the 
performance improvement gained by the FFP calls is significant. 

If your application calls for some heavy number crunching that 
requires single precision, it is definitely advantageous to use the 
FFP routines. If you are using the Benchmark compiler (which 
uses FFP for its built-in math functions) and your application 
calls for double precision computation, you can use the 
accompanying IEEE module (until double precision REALs are 
added to Benchmark as standard types). 



Recent Modula-2 News 

A few months ago, Avant Garde Software began distributing the 
final version of the Benchmark compiler. The final release fixed 
all the known beta release bugs, and includes a cleaner and 
superior manual. 



The beta release users received the news with mixed reactions. 
Most users bought the beta release from Oxxl, the original 
distributor of the package. Soon after, Oxxi and Leon Frenkel, 
the compiler's author, bjccame entangled in a legal dispute. In 
the meantime, Frenkel developed and marketed the final release 
on his own, leaving the beta users up in the air. Frenkel does, 
however, offer an upgrade path to beta users. 

For more information, contact Avant Garde Software. 



Avant Garde Software 

22J3 Woodbum 

Piano, TX 75075 

Tel: (214) 964-0260 

LISTING ONE 

DEFINITION MODULE MathleeeDouble; 



(* IEEE Double Precision functions for the Benchmark 

(* compiler. 

(• Steve Falwiszewskl April 15, 1988 



RA*«**V*KA**A*» 



FRCM Libraries IMPORT LlbraryPtr; 

CONST 

MathleeeDoubleName - "mathleeedoubhas.llbrary' ; 



DIeeeReal = RECORD 
Low, 
High : LONGCARD,- 

END; 

CmpResult = [-l..l|; 



MathleeeDoUbBasasse : LlbraryPtr; 

paOCEDt;RE leeeDPFlx(r : DIeeeReal): LONGINT; 

(• Convert r to a LONGINT, tru-icatlng any fractional part *) 

PROCEDURE IeeeDPFlt(l ; LOSGINT; VAK r : DIeeeReal); 
(• Convert a LONGINT to DIeeeReal *) 

PROCEDURE leeeDPQnp (rl , r2 : DIeeeReal) : QnpResult; 
[" Compare rl and r2 *) 

1" result: if rl - r2 -> •) 
f If rl > r2 -> 1 -) 
[* if rl < r2 -> -1 *) 

PROCEDURE leeeDPTst (r : DIeeeReal) : CrapResult; 
(• Compare r with *) 

PROCEDURE leeeDPAbs (Input : DIeeeReal; 

VAR output : DIeeeReal) ; 
(* output := I input I *) 

PROCEDURE leeeDPNeo (Input : DIeeeReal; 

VAR output : DIeeeReal) ; 
(• output :- - input *) 

PROCEDURE IeeeDPAdd(rl,r2 : DIeeeReal; 

VAR output : DIeeeReal) ; 
(* output :- rl + r2 •) 

PROCEDURE IeeeDPSubtrl,r2 : DIeeeReal; 

VAR output : DIeeeReal); 
(" output := rl - r2 *) 
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PROCEDURE IeeeDPMill(rl,r2 : DIeeeReal; 

VAR output : DIeesBeal) ; 
(• output :- rl " r2 *) 

PROCEDURE IeeeDPDlv(rl,r2 : DIeeeReal; 

VAR output : DIeeeReal! ; 
(• output :" rl / rZ •) 

PROCEDURE leeeDPFloor (Input : DIeeeReal; 

VAR output : DIeeeReal) ; 

PROCEDURE leeeDPCell (Input ; DIeeeReal; 

VAR output : DleocRcal); 

PROCEDURE cioseleeeLibf 

END MathleeeDouble, 

IMPLEhENTATION MODULE MathleeeDouble; 

(* IEEE Double Precision functions for the Benchmark *) 
(* compiler. *) 

(* Steve Falwisjewskl April 15, 1988 *) 

(*••••"• .., 

FROM Libraries IMPORT OpenLlbraty, CloseLlbrary, LibraryPtr; 

FROM SYSTEM IMPORT SETREG, REG, INLINE, ADDRESS, ADR; 



CONST 

(. The following offsets are for Kick/Bench 1.2. 
(" They may change for later releases! 

FlxOffs - -30; 
FltOffs - -361 
QnpOffs - -42; 
TstOffs - -48; 
AbsOffs - -54; 
NegOffs - -60; 
AddOffs - -66; 
SubOffs = -12; 

MulOffs 78; 

DlvOffs " -84; 
FloorOffs - -90; 
CellOffs - -96; 



DO - 0? Dl - 1; 
A6 - 14; 

JSRA6 - 4EAEH; 



D2 - 2; D3 - 3; 



PROCEDURE leeeDPFixIr : DIeeeReal 1 : LONGINT; 
BEGIN 

SETREG (DO, r. Low) ; 

SETREG (Dl,r. High); 

SETREG IA6, Mat hleeeDoubBasBase) ; 

INLINE ( JSRA6, FixOf f s[ ; 

RETURN LONGINT (REG I DO)) 
END leeeDPFlx; 

PROCEDURE leeeDPFltd : LONGINT; VAR r : DIeeeReal); 
BEGIN 

SETREG (DO, 1) ; 

SETREG (A6,MathIeeeDoubBasBase) ; 

INLINE (JSRA6, FltOffs) ; 

r.Low :- REG (DO) ; 

r.Klgh :- REG(Dl); 
END leeeDPFlt; 

PROCEDURE IeeeDPCmp(rl,r2 : DIeeeReal} : CmpResult; 
BEGIN 

SETREG (DO, rl. Low) ; 

SETREG (Dl,rl. High); 

SETREG (D2,r 2. Low}; 

SETREG (D3,r2. High) ; 

SETREG (Ae,MathIeeeDoubBas3ase) ; 

INLINE ( JSRAG, QnpOffs) ; 



RETURN QnpResult (REG (DO) ) 
END leeeDPCaip; 

PROCEDURE Ie6eDPTst(r : DIeeeReal) : CmpResult; 
BEGIN 

SETREG (DO, r.Low) ; 

SETREG (Dl,r, High); 

SETREG (A6,MathIeeeDoubBasBase) ; 

INLINE ( JSSA6, TstOffs) ; 

RETURN QlipResult(REG(DO) ) 
END leeeDPTst; 

PROCEDURE leeeDPAbs (input : DIeeeReal; 

VAR output : DIeeeReal); 
BEGIN 

SETREG (DO, input. Low) ; 

SETREG (Dl, input . High} ; 

SETREG (A6,MathIeeeDoubBasBasB) ; 

INLINE(JSaA6, AbsOffs} I 

output. Low ;- REG (DO} r 

output. High :- REG(Dl) ; 
END leeeDPAbs; 

PROCEDURE leeeDPNeg (Input : DIeeeReal; 

VAR output ; DIeeeReal} ; 
BEGIN 

SETREG (DO, input. Low) ; 

SETREG (Dl, input, High) ; 

SETREG (A6,HathleeeDoubBasBase) I 

INLINE (JSSA6,NegOffs) ; 

output. Low :- REG(DO); 

output. High :■= REG(Dl); 
END leeeDPNeg; 

PROCEDURE IeeeDPAdd(rl,r2 : DIeeeReal; 

VAR output : DIeeeReal); 
BEGIN 

SETREG (DO, rl. Low) ; 

SETREG (Dl,rl. High) ; 

SETREG (D2,r2. Low}; 

SETREG (D3,r2. High) ; 

SETREG (A6, Mat hIeeeDoubBasBase) ; 

INLINE (JSRA6, AddOffs) ; 

output. Low :- REG(DO); 

output. High := REG(Dl); 
END leeeDPAdd; 

PROCEDURE IeeeDPSub(rl,r2 : DIeeeReal; 

VAR output : DIeeeReal); 
BEGIN 

SETREG (DO, rl. Low}; 

SETREG {Dl,rl. High) ; 

SETREG (D2,r2. Low}; 

SETREG (D3,r2. High) ; 

SETREG (A6, Mat hIeeeDoubBasBase) ; 

INLINE (JSRA6, SubOffs) ; 

output. Low :- REG (DO); 

output. High :- REG(Dl); 
END leeeDPSub; 

PROCEDURE IeeeDPHul(rl,r2 : DIeeeReal; 

VAR output : DIeeeReal); 
BEGIN 

SETREG (DO, rl. Low) ; 

SETREG (Dl.rl. High}; 

SETREG (D2,r2. Low) ; 

SETREG (D3,r2. High}; 

SETREG (A6,MathIeeeDoub3asBase) ; 

INLINE (JSRA6, MulOffs) ; 

output . Low : - REG (DO) ; 

output. High :- REG(DI); 
END leeeDPMul; 

PROCEDURE IeeeDPDiv{rl,r2 : DIeeeReal; 

VAR output : DIeeeReal); 
BEGIN 

SETREG (DO, rl. Low); 

SETREG (Dl,rl. High) ; 

SETREG (D2,r2. Low}; 

SETREG (D3,r2. High); 



(continued) 
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SETREG(A6,MathIeeeDoubBasBase) ; 
INLINE (JSRA6, Dl vOf f s) ,- 
output. Low := REG(DO),- 
output, High ;= REG(Dl); 
END leeeDPDlv; 



PROCEDURE IeeeDPFloor{lnput : DleeeReal,- 

VAR output : DIeeeReal); 
BEGIN 

SETREG (DO, input. Low) ; 

SETREGCDl, Input. High) ; 

SETREG (A6,MathIeeeDoubBasBase) ; 

INLINE ( JSRA6, FloorOf f s) ; 

output. Low :- REG(DO),- 

output. High := REG(Dl); 
END leeeOPFloor; 

PROCEDURE leeeDPCeil (Input : DIeeeReal; 

VAR output : DIeeeReal) ; 
BEGIN 

SETREG (DO , 1 nput . Low) ; 

SETREG (Dl, input. High) ; 

SETREG(A6,HathIeeeDoubBasBase> ; 

INLINE (JSRA6,CeilOffE) ; 

output. Low := REG(DO); 

output, High :- REG(Dl),- 
END leeeDPCeil,- 

PROCEDURE CloseleeeLib; 
BEGIN 

CloseLibrary(MathIeeeDoubBasBase*) ; 

MathleeeDoubBasBase := NIL,- 
END CloseleeeLlb; 

BEGIN 

IF MathleeeDoubBasBase - NIL THEN 
MathleeeDoubBasBase := 

OpenLlbrary (ADR (MathleeeDoubleNarae) , OD) ; 
END; 
END MathleeeDouble. 



DEFINITION MODULE leeeDoublelnOut ; 

^*A*«***«***********iHt*************#****#A* *********** 

(• IEEE Double Precision output functions for the * 
(• Benchmar); compiler, * 

(* Steve Faiwlszewskl April 15, 1988 * 

f «*****>***************************** ***************** 

FROM MathleeeDouble IMPORT DIeeeReal; 

PROCEDURE WriteleeeDReal (r : DIeeeReal; n ; CARDINAL); 
(* n : number of decimal places •) 

I* (to the right of the decimal point) *) 

END leeeDoublelnOut. 

IMPLEMENTATION MODULE leeeDoublelnOut; 

/*******************»********************************* 
(* IEEE Double Precision output functions for the * 
(* Benchmar)! compiler. * 

(• Steve Faiwlszewskl April 15, 1988 * 

/****************************«************************ 

FROM MathleeeDouble IMPORT DIeeeReal, leeeDPFlt, leeeDPFlx, 

leeeDPSub, leeeDPMul; 
FROM TermlnOut IMPORT Write; 
FROM LonglnOut IMPORT WriteLongInt ; 



VAR 



TEN : DIeeeReal; 



PRXEDURE WriteleeeDReal (r : DIeeeReal; n : CARDINAL); 
VAR 

int : LMGINT; 

r2. 



frac : DIeeeReal; 
1 r CARDINAL; 
BEGIN 

int : - leeeDPFlx (r) ; 
WriteLongInt (int,l); WrlteC.') : 
leeeDPFlt (int, r2) ; 
leeeDPSub (r,r2, frac) ; 
FOR 1 :- 1 TO n DO 

leeeDPMul (frac, TEN, frac) ; 

int := leeeDPFlx (frac) ; 

WriteLongInt (int, 1) ; 

leeeDPFlt (int, r2) ; 

leeeDPSub (frac,r2, frac) ; 
END; 
END WriteleeeDReal; 

BEGIN 

leeeDPFlt (lOD, TEN); 
END leeeDoublelnOut. 



DEFINITION MODULE FFP; 

^****************************************i 
(* FFP functions for the TDI ccmpller *) 
{• Steve Faiwlszewskl April 15, 1988 •) 

/**************«tl«***********ll***W******l 

FROM Libraries IMPORT LibraryPtr; 
FROM SYSTEM IMPORT LONGWORD; 

CONST 

FFPMathName - 'mathffp. library' ; 



FFPReal - LCMGWORD; (♦ This really should be a hidden *) 
(* type, but the TDI compiler does *) 



Crop Result 



(* not like LONG hidden types 



-1..11; 



FFPHathBase : LibraryPtr; 

PROCEDURE SPFlx(r : FFPReal) : LONGINT; 
(* Truncate an FFPReal into a LONGINT *) 

PROCEDURE SPFltd : LONGINT) : FFPReal; 

(* Convert from LONGINT into floating point FFPReal *) 

PROCEDURE SPCmp(rl, r2 : FFPReal) : CmpResult; 
(* Compare two FFPReals ') 

PROCEDURE SPTst{r : FFPReal) : CmpResult; 
(" Compare against *) 

PROCEDURE SPA!DS(r : FFPReal) : FFPReal; 

PROCEDURE SPNeg(r : FFPReal) : FFPReal; 

PROCEDURE SPAdd(rl, r2 : FFPReal) : FFPReal; 

PROCEDURE SPSub(rl, r2 : FFPReal) : FFPReal; 

PROCEDURE SPMul(rl, r2 : FFPReal) : FFPReal; 

PROCEDURE SPDlv(rl, r2 : FFPReal) : FFPReal; 

PROCEDURE SPFloor(r : FFPReal) : FFPReal; 

PROCEDURE SPCeiKr : FFPReal) : FFPReal; 

PROCEDURE FFPCleanup; 
[* Close FFP library *1 



IHPLEMENTATICM MODULE FFP; 
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Pioneer Computing Proudly Introduces 

. . . Series II HARD DRIVES . . . 




HARD CARD 

'For AMIGA 2000. 

• 100% Amiga Compatible including WorkBench 1.3, 
Fast-file System and Auto Boot when available. 

• Pre-Formated and Tested. 

• Complete ready to use. 

• Does not require a floppy drive slot 
' Auto Park. 

• PHC 33 33megabyte, 28ms Hard Card 

• PHC 48 48megabyte, 28ms Hard Card 



^599. 95 
^789. 95 



PHC 33 
PPB33 



PHC 48 
PPB48 



PONY BOX 



{not shown) 



PIONEER COMPUTING 

2469 Easl 7000 South #200 - Salt Lake City, Utah 84121 

Tech Support and Questions - (801) 942-1174 

ORDER DESK - 1-800-999-3013 



'For AMIGA 500 

• 100% Amiga Compatible including WorkBench 1.3, 
Fast- file System and Auto Boot when available. 

• Pre-Formated and Tested 

• Complete one piece SCSI controller. Hard Drive and 
fan cooled power supply that plugs on the Amiga 500 
expansion Port 

• Bus Pass Thru. 

• Auto Park. 

• PPB 33 33megabyte, 28ms unit. 

• PPB 48 48megabyte, 28ms unit 



/***********************•************** 


*') 


SETREG (A6, FFPMathBasel ; 




(* FFP 


functions 


for the 


TDI compiler 


*) 


CODE (JSRA6, FixOffs) ; 




(* Steve FalwlBzewskl 


April 15, 193E 


*) 


C0DE(REST0REA61; 




J***** 






•*) 


RETURN LONGINT(REGISTER(D01) 














END SPFix; 




FROM Libraries IMPORT 


OpenLibrary, CloseLibrary; 






FROM SYSTEM 


IMPORT 


BYTE, ADDRESS, CODE, SETREG, 


PROCEDURE SPFlt(i : LONGIKTl : FFPReal; 








REGISTER, NULL; 




BEGIN 














C0DE(SAVEA6) ; 




(»SS- •) (• 


Disable stack checking *| 




SETREGjDO,!); 




(•5P- *) (■ 


Disable generation of procedure 


entry and *t 


SETREG (A6,FF?«athBase) ; 




(* 


exit code 


*) 






CCDE(JSHA6,FltOffs); 
CODE (REST0REA6) ; 




CONST 










RETURN FFPReaHREGISTER(DO)) 




DO - 0," 










END SPFlt; 




Dl = 1; 














A6 - 11, 










PROCEDURE SPCmp(rl, r2 : FFPReal) : CmpResult; 




jsaA6 = 


1EAEH; 








BEGIN 




SAVEA6 ■ 


= 2F0EH,- 








CODE (SAVEA6) ," 




REST0REA6 - 2C5FH, 








SETREG (DD,rl); 














SETREG (Dl,r2); 




FixOffs 


= -30 










SETREG (A6,FFPMathBase) ; 




FlLOffS 


= -36 










CODE ( JSRA6, CmpOffs) ; 




CmpOffs 


= -12 










C0DE1REST0HEA6) ; 




TstOffs 


= -18 










RETURN CmpResult (REGISTER (DO)) 




AbsOffs 


= -51 










END SPQipf 




NegOfIs 


- -60 














AddOffs 


- -66 










PROCEDURE sPTstCr : FFPReal) : CmpResult; 




SubOffs 


- -72 










BEGIN 




MulOffs 


= -7B 










CODE (SAVEA6) ; 




DivOffs 


= -31 










SETREG (DO, r); 




FloorOffs - -30; 








SETREG (A6,FFPMathBase) ; 




CeilOffE 


= -96; 








CODE (JSRA6, TstOffs); 

CODE (RESTDREA6) ; 

RETURN CmpResult (REGISTER (DO)) 




PROCEDURE SPFlxCr : FFPReal) 


: LONGINT; 




END SPTst; 




BEGIN 














CODE (SAVEA6) ; 








PROCEDURE SPAbs(r ; FFPReal) : FFPReal; 


(continued) 


SETREG(DO,r); 
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BEGIM 

CODE (SAVEA6) ; 
SETREG (DO, r) ; 
SETREG(A6.FFPmch3ase) ; 
CODE (JSRA6, AbsOf fs) ; 
CODE (REST0REA6) ; 
RETURN FFPReal (REGISTER (DO) ) 
END SPAbs; 

PROCEDURE SFNe5(r : FFPReal) : FFPReal; 
BEGIN 

CODE (SAVEA6) ; 

SETREG (DO, r) ; 

SETREG (A€, FFPHaLhBase) ; 

CODE(JSRA6,Nei30ffs); 

CODE (REST0REA6) ; 

RETURN FFPReal (REGISTER (DQ) ) 
END SPNeg; 

PROCEDURE SPAddlrl, r2 : FFPReal) : FFPReal; 
BEGIN 

C0D£(SAVEA6); 

SETREG (DO, rl) ; 

SETREG (Dl,r2) ; 

SETREG {A6,FFPMatliBase) ; 

CODE ( JSRA6, AddOf f s) ; 

CCSE (REST0REA6) ; 

RETURN FFPReal (REGISTER (DO)) 
END SPAdd; 

PROCEDURE SPSubfrl, r2 : FFPReal) : FFPReal; 
BEGIN 

C0DE(SAVEA6); 

SETREG (DO, rl) ; 

SETR£G(Dl,r2); 

SETREG (AS.FFPHathBase) ; 

CODE (JSRA6, SubOffs) ; 

C0DE(HEST0REA6); 

RETURN FFPReal(REGISTER(DO)) 
END SPSuis; 



FFPReal) : FFPReal; 



PROCEDURE SPHul (rl, r2 
BEGIN 

C0DE(SAVEA6) ; 

SETREG (DO, rl) ; 

SETREG (Dl,r2) ; 

SETREG (A6, FFPKaChBase) ; 

CODE(JSRA5,HulOfrs) ; 

C0DE(REST0REA6) ; 

RETURN FF?Real(REGISTER(DO)) 
END SPMul; 

PROCEDURE SPDiv(rl, r2 : FFPReal) : FFPReal; 
BEGIN 

CQOE (SAVEA6) ; 

SETREG (DO, rl) ; 

SETREG (Dl,r2) ; 

SETREG (A6, FFPMathBase) ; 

CODE ( JSRA6, DlvOf f s) ; 

CCOE(REST0REA6); 

RETURN FFPReal (REGISTER (DO) ) 
END SPDlv; 

PRXEDURE SPFloor(r : FFPReal) : FFPReal; 
BEGIN 

C0DE(SAVEA6); 

SETREG (DO, ri ; 

SETREG (A6, FFPMathBase) ; 

CODE (JSRA6, FIDO rOfts) ■ 

CODE (RESTCHEA6) ; 

RETURN FFPReal (REGISTER (DO)} 
END SPFloor; 

PROCEDURE SPCell(r : FFPReal) : FFPReal; 
BEGIN 

CODE (SAVEA6) ; 

SETREG (DO, r>; 

SETREG ( A6 , FFPMathBase ) ; 

C0DE(JSRA6, CellOffs) ; 

CODE (REST0REA6) ; 

RETURN FFPReaHREGISTER(DO)) 



END SPCeil; 

PROCEDURE FFPCleanup; 
BEGIN 

CloseLlbrary (FFPMathBase) 
END FFPCleanup; 

BEGIN 

IF FFPMathBase - NULL THEN 

FFPMathBase :- QpenLibrary (FFPMathName.O) : 

END; 
END FFP. 



DEFINITION MODULE FFPTrans; 

(* FFP Transcendental functions for the TDI compiler *( 
(• Steve Falwlszewsltl April 15, 1968 *) 
( •• •'• •••• 1 



FRCM Libraries IMPORT LibraryPtr; 
FRrai FFP IMPORT FFPReal; 

CONST 

FFPMathTransName - 'mathtrans. library' 



FFPMathTransBase : LibraryPtr; 

PROCEDURE SPAsin(r : FFPReal) : FFPReal; 
{* ArcSlne *) 

PROCEDURE S?Acos(r : FFPReal) : FFPReal; 
(* ArcCosine «) 

PROCEDURE SPAtan(r : FFPReal) : FFPReal; 
(• ArcTan *) 

PROCEDURE SPSln(r : FFPRoal) : FFPReal; 
(* Sine •) 



PROCEDURE SPCos(r 
{* Cosine ■> 



FFPReal) : FFPReal; 



PROCEDURE SPTan(r : FFPReal) : FFPReal; 
(" Tan •) 

PROCEDURE SPSinCos(r : FFPReal; 

VAR OutCos : FFPReal) : 
(* Sine i Cosine. 

(* Sine Is returned as the function value. 
(* Cosine Is returned In OutCos. 



PROCEDURE SPSlnh(r : FFPReal) 
(• Hyperbolic Sine *) 



FFPReal; 



PROCEDURE SPCosh(r : FFPReal) 
(* Hyperbolic Cosine •) 
PROCEDURE SPTanh(r : FFPReal) 
(• Hyperbolic Tan •) 
PROCEDURE SPExp(r : FFPReal) : 
( " Exponent " ) 

PROCEDURE SPLog(r : FFPReal) : 
(» Natural log *) 
PROCEDURE SPLoglO (r : FFPReal) 
(• Log base 10 *) 
PROCEDURE SPPow(x,y : FFPReal) 
(• X to the Power y ■) 
PROCEDURE Spsqrt(r : FFPReal) 
PROCEDURE SPTleee(r : FFPReal) 
<* Convert FFPReal to REAL ') 
PROCEDURE SPFieee(r : REAL) : FFPReal 
(» Convert REAL to FFPReal ■) 

PROCEDURE FFPTransCleanup; 

(* Clean up (e.g. close library) ■) 

END FFPTrans. 



FFPReal; 

•) 

*) 

*) 



FFPReal; 

FFPReal; 

FFPReal ; 

FFPReal; 

: FFPReal; 

: FFPReal; 

FFPReal; 
: REAL; 



•AC* 
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by Stephen Kemp, PLINK ID: SKEMP 



Last time we discussed the basic data 
types that can be defined in C — chars, 
ints, and floats. This month we will 
discuss two more advanced object types; 
arrays and pointers. These two items are 
closely related and can confuse 
beginning C programmers. 

An array defines a group of data with a 
single name and type. This is useful 
when, rather than defining a unique 
variable for each value, you want one 
variable to hold more than one value. 
Almost every data and object type 
declared in C can be arrayed. Defining 
an array variable is much like defining 
any other variable, except the variable 
name is followed by an indicator 
enclosed in brackets J!, The indicator tells 
how many elements (or values) this 
variable should maintain. For example, if 
we want a variable to hold the vowels of 
the alphabet, we can define this variable; 

char vowelsC6); 



Since vowels are letters, we use the 
appropriate data type, char. (Remember, 
the letters are contained in the ASCII 
character.) Our variable name, "vowels," 
follows the data type. This variable must 
maintain six elements (a, e, i, o, u, and 
y). By enclosing this number in brackets 
following the variable name, the 
compiler reserves six characters to be 
referenced by the name "vowels." The 
individual elements of an array can be 
referenced by indicating a subscript 
(index) attached to the variable name in 
brackets. Variable arrays are typically 
identified by data typje; thus, "vowels" is 
a character array. Furthermore, since our 



variable requires only one subscript to 
reference individual elements, "vowels" 
is a one-dimensional, character array. 

Once an array variable is defined, you 
can use it In your program. The 
following program statements show how 
to initialize a variable with vowels: 



vowels [0) = 
vov/els[1) = 
vov\^els[2) = 
vowels (3) = 
vowels [4) = 
vowels [5) = 



Each of these statements identifies one 
element of "vowels" by indicating a 
subscript in the brackets after the 
variable name. Note that all array 
dimensions in C start with element zero. 
This point cannot be stressed enough. 1 
can almost guarantee that every C 
programmer has made the mistake of 
trying to reference an element based on 
the array size instead of array size minus 
one. if we try to assign a value to 
vowels|6], an error can occur that might 
be hard to trace (depending on what part 
of memory was changed). Remember, 
start with element and end with size- 
minus-one. 

As mentioned earlier, "vowels" is a one- 
dimensional array of characters. It is 
possible, and quite common, to define 
multi-dimensional arrays in C. Although 
the concept might be difficult to grasp, 
multi-dimensional arrays are actually 
arrays within arrays. 



Think about trying to define a variable to 
hold a tic-tac-loe board. Although we 
can define a one-dimensioned array of 9 
elements, the "rows/columns" formal of a 
tic-tac-toe board is a perfect example of 
a two-dimensional array. It is actually an 
array with three elements, and each 
element is an array with three elements. 

In our vowels example, suppose we 
want to keep the vowels in upper and 
lower case letters. The array needs six 
rows (six vowels) and two columns 
(upper and lower case). To define this 
variable, we use this declaration: 

char vowelsC6)(2); 



Notice that the number of rows is 
indicated first and is followed by the 
number of columns. Each number is 
enclosed in ils own set of brackets. You 
may be tempted to use only one set of 
brackets and separate the dimensions by 
commas, like vowels[l,l]. Some 
languages support array subscripts in this 
manner, but C generates an error during 
compilation if you use this format. 

Simple arithmetic shows that we have 
now defined the twelve elements 
necessary for our variable (6 rows * 2 
columns - 12 elements). The following 
statements show one way we can 
initialize our variable: 

/• The upper-case vowels of the 

alphabet '/ 



vowels(OKO) = 

VOW9ls[l)(0J = 

vowels(2)(0) = 
vowels(3}(0J = 
vowelE(45(0) = 
vowels (5) (0) = 



A',- 

E'; 

r,- 

O'; 
U'; 
Y'; 



(continued) 
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Multi-Forfh 

The Language of Innovation 



If you haven't tried Multi-Forth™ you 
may not have yet unleashed the full 
power of your Amiga. This compre- 
hensive development environment 
includes: 

•Local Multi-Tasking 

•Built-in Assembler 

•Turnkey Compiler (royalty free) 

•Sound Drivers 

•AmigaDos & Intuition Support 

•Complete Set of Include Files 

•CompuServe Public Forum 

•500 Page Manual 

•New price - $99 
Call for a technical data sheet or 
check out our online services on 
CompuServe at GO FORTH. 

(U*s,t i v t Sotutiiyh*, l*yc, 

4701 Randolph Rd. Ste. 12 

Rockville, MD 20852 

301-984-0262 

1-800-FORTH-OK (367-8465) 

Major credit cards accepted 



/" The lower-case vovi/els of the 
olphabet '/ 

vowelsCO]Cl] = 'a'; 
vowelsCUCD = 'e'; 
vow0isC2)Cl) = 'i'; 
vowelsC3)Cl) = 'o'; 
voVi'el3[4)(l) = 'u'; 
vowelsCSKD = 'v'; 



Again, alihough we indicated six rows by 
two columns, each dimension subscript 
starts with element and ends with the 
array size minus one. When referencing 
the individual elements of a two- 
dimensional array, the "rows" subscript is 
indicated first and followed by the "cols" 
subscript (as in the variable declaration). 
The rows of vowels are referenced with 
a subscript of zero through five; the 
columns are referenced with a subscript 
of or 1. This may t>e repetitive, but you 
may spend hours debugging a 
catastrophic code failure only to discover 
that a subscript mistake caused the 
problem. 



When an element of an array is 
referenced, the compiler determines the 
address of the element in question. It 
does ±is by adding the array's address of 
the beginning to an offset into the array. 
The offset is determined by three things: 
(A) the number of elements in each 
succeeding subscript (in multi- 
dimensional arrays); (B) the valueCs) of 
the subscriptCs) indicated in the 
statement; and (C) the size of the 
elements' data type. To determine the 
offset of an element in a two- 
dimensional array, the compiler uses a 
formula similar to; CCBl * A2) + B2) • C. 
The letters correspond to the factors 
mentioned above, while the numbers 
correspond to the dimension to be used. 
(One is the first level's dimension; two is 
the second level's dimension.) 

For example, assume the address of the 
variable "vowels" is at memory location 
2000. If we could look at our variable in 
memory, it would look something like 





2001 


2002 


2003 


2004 


2005 


2006 


2007 


2008 


2009 






2Q00 


2010 


2011 


A 


a 


E 


e 


I 


1 





o 


U 


u 


•i 


Y 



Using the formula defined previously, the 
offset of the element vowels[2ll] is ((2 * 
2) + 1) • 1 = 5. As you can see, I've 
substituted the first indicated subscript 
for Bl, the number of elements in the 
second subscript for A2, the second 
indicated subscript for B2. The size of 
an element (C) is 1 (a character is 1 
byte). Adding this offset to the address of 
the variable causes the character at the 
memory location 2005 to be referenced. 
The character at 2005 is the character "i" 
in the vowels array. 

Arrays can have three, four, or even 
more dimensions. If a compiler limits the 
number of dimensions you can declare, 
the limit is usually noted in the 
documentation. Most programs we 
discuss will use two dimensions or less, 
so I will end our discussion of 
dimensions here. 



As indicated in my opening paragraph, 
the pointer variable type is a close 
relative of the array. Although some 
people have trouble understanding them, 
pointers should be introduced along with 
arrays. To keep the explanation of 
pointers as simple as possible, the 
discussion will be limited to the pointer's 
relationship with arrays. 

Before we can discuss this relationship, 
we must know what a pointer is. A 
F>ointer is a variable that contains the 
address of (jxjinLs to) another variable. 
That's a faifiy simple definition, isn't it? 
Every language you have ever worked 
with uses pointers, although few 
languages allow the programmers to 
define them. C allows you to define 
address pointers and you will soon 
discover that they can be very powerful. 

Two non-programming examples may 
help you understand the principle of 
pointers. Let's say my mother places an 
apple on the table 
and leaves a note 
on the refrigerator 
saying the apple is 
on the table. If we 
were writing a 
program, the apple would represent a 
variable, and the note would represent a 
pointer. When I have the note, I don't 
have the apple (variable), yet I know 
where it is located (its address). A 
pointer tells you where an object is and 
allows you to reference it without 
actually duplicating the variable. 

I'or our second non-programming 
example, imagine a compass. A compass 
points toward the North Pole. If the 
North Pole is a variable, the compass 
(literally) represents a pointer, since it 
points to the North Pole's location. With 
a compass's ability to reference the North 
Pole, you can navigate around the world. 

Perhaps these examples are too simple, 
but they depict three important things 
about pointers: 
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1.) A pointer must be initialized before it 
can be used, In the first example, the 
note was initialized by my mother. 
Before she wrote on il, the paper could 
not indicate where the apple (or 
anything else) was located. Likewise, a 
compass is initialized with a magnetic 
needle. Without thai needle, a compass 
would do nothing but get you very lost. 

2.) Having a pointer is not the same as 
having the variable. It does not declare 
the "destination" variable, although we 
can use the pointer to alter the 
destination variable. Remember, a 
pointer is a variable that contains the 
address of another variable. When a 
pointer is declared, it only defines the 
program space required to hold an 
"address value." The pointer does not 
define the space required to hold the 
object it points at. The "address value" a 
pointer contains can be changed, while 
the "address" of a variable cannot be 
changed once it has been defined. This 
is perhaps the hardest concept for new C 
programmers to understand about 
pointers. 

3.) Pointers reference a particular type of 
data. This may not be clearly 
demonstrated in our examples, but it 
should be noted. 'When a pointer is 
defined, you must declare the type of 
data It points at. In our apple example, 
you can only find the apple with the 
note. You cannot use it to find any other 
object, so it is an "apple p>ointer." The 
compass is a "North Pole" pointer. In C 
programs, you can also declare pointers 
to characters, integers, etc. Just as any 
object or data type can be arrayed, you 
can declare a pointer to any type of 
objca or data that can be declared in C. 
To expand on these three important facts 
about pointers, and to demonstrate their 
relationship with arrays, let's look at an 
example. 

Suppose we want to hold the total 
number of days that elapse during the 
year. Because there are 365 days in a 
year, we will need an integer variable 
array. Instead of initializing the variable 
as we did in the "vowels" example, let's 



use a pointer. First, we must deFine a 
pointer variable along with our array 
variable: 



lntdavs[12); 
int *daY_ptr; 



/■ an integer array */ 
/• an integer pointer '/ 



The type of variable is declared first, 
followed by the name (as with all 
variable declarations). Notice, however, 
that when you declare a pointer variable, 
an asterisk C) appears before the 
variable name. Although it looks like the 
data type of our pointer variable is "int," 
it is aaually "int *" (when referring to "int 
*", we say, "int pointer"). The asterisk 
tells the compiler to reserve space for an 
address pointer, in addition to the space 
of the data type alone (refer back to rule 
2). Now we have defined the integer 
array "days" and the integer pointer 
"day_ptr". Before we can use the variable 
"day_plr", it must be initialized with the 
address of a variable (see rule 1). This 
statement initializes our pointer with the 
address of "days": 

day_ptr = days: /" Initialize the pointer 7 

Note that we did not indicate any 
subscripts on the variable "days." If the 
dimensional subscripts are omitted, the 
compiler assumes you want the address 
of the array. Furthermore, for multi- 
dimensional arrays, the compiler 
generates an address reference if you do 
not indicate the final dimension's 
subscript. If we want to initialize a 
pointer with the address of a particular 
clement in an array, we must include all 
subscripts and precede the variable name 
with an ampersand (&). Both the 
following statements accomplish the goal 
of initializing the pointer with the same 
address: 



day_ptr = days; 

/' the address of days 7 

day_ptr = 8idays(0]; 

/' the first element address 7 



Since "days" is an array, the compiler 
determines that "days" without a 
subscript is an address reference. 



68000 DISASSEMBLY 



Announcing . . . 

OlSIVl VERSION l.OD 

DSM is a full-feamred disassembler for the 
Amiga. Check out these features and you'll 
see why progranuneR agree, "DSM is the 
best disassembler cuircntly available for the 
Amiga. Bar none." 

• DSM disassembles virtually any 

executable Amiga program.* 

• DSM produces output which is 100% 
compatible with the Amiga assembler, 
assem, 

• DSM is interactive. 

* Only programi which mitai uic of ovcriiyi cui't be 
dixuicn^led with CISM. 

And here's the best reason yet to order DSM. 

• DSM comes with a 30-day money back 
guarantee. If you're not 100% satisfied 
with DSM, simply ittum the product to 
us for a complete refund. 

To order, send check or money order to: 
OTG Software 

200 West 7ih Street Suiie 618 
Fort Worth. TX 76102 



Texts [cxidenU ftdd 
7.25% illci lu. 



Price $67.50 



Additionally, the ampersand preceding 
"dayslOl" (the first element) tells the 
compiler to compute the address of that 
element. The address of the first element 
in an array is the address of the array 
itself. 

The primary relationship of pointers to 
arrays can be shown when using a 
pointer to reference an array's values. 
Consider the following code statements 
that initialize the "days" array: 

/• using the ancy, this Is how we 

would Initialize 7 
days[0) =3i; 
/'after January, 31 days have passed7 

doysO) =59; 

/"after Feb, 59 days have passed 7 

days(2) = 90; /'after March 7 

dQys[3) = 120; /"after April'/ 

daysM) = 151; /"after May '/ 

daysCS) = 181; /'after June '/ 

/' using the pointer, ttils is on© way to 
initioKze'/ 
dav_ptrC6) = 212; /'after July 7 
dayjDtr(7) = 243; /'after August '/ 

Ccontinued) 
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JUMPDISK: $5 

The Original 
Disk Magazine 
for the Amiga' 

Try our new SAMPLER. It costs $5. 
That's all. If you don't tike it, we'll buy it 
bacic. We're ttiat confident. 

You'll get original material: 

— A talking slldestiow program 

— A text/picture reader 

— Utilities, games, articles, art 

— Our shameless emotional pitch 

Order: 

JUMPDISK SAMPLER 
1493 Mt. View Ave. 
Chico, CA 95926 

JUMPDISK has been published every month 
since August 1986. Withiout tail. We slilp 
orders day received. 

Questions? Call us at (916) 343-7658 
Dealers, gel In touch. JUMPDISK sells! 

'Amifisli a TvlilsimdtTvdnwirk ufi"oiamod€HV- 
Amigaiae. 




daY_ptrC8) = 273; /'after SeptemberV 
day_ptrC9) = 304; /'after October"/ 
dayjDtrClO) = 334; /'after November'/ 
dayjDtrCH) = 365; /'after December'/ 

These statements set the twelve elements 
of the array "days" to the number of days 
in the year elapsed after each month. As 
you can see, these two sets of statements 
look exactly the same, except we know 
day_ptr is not an actual array. To explain 
how this is possible, we refer back to 
how C works with arrays. 

Remember, when an element in an array 
is referenced, the compiler first 
determines the address of the element in 
question. An almost identical process is 
used when using a pointer as an array. 
The only difference is that the address 
added to the offset is not the variable's 
address; rather, it is read out of the 
variable. 

A pointer can be used like an array 
becatise the compiler needs only two 
things to determine the indicated 
element: the offset formula for 



subscripting and an address from which 
lo start. The formula to determine a one- 
dimensional array offset is B * C, where 
B is the value of the subscript and C is 
the data size. Integers are two bytes 
long, so we can substitute two for C. 

Suppose we want to address the "April" 
element. If we say days[3], the offset (3 * 
2) = 6 Is added lo the memory address of 
"days." If we say day_pir[3], the same 
offset is added to the value "contained" 
in day_ptr. Since day_ptr is initialized 
with the address of "days," both results 
are the same. 

There is much more to learn about 
pointers, but I only want to introduce 
you to their relationship with arrays. If 
you are still a little fuzzy about the use 
or value of pointers, don't worry. We will 
study them in greater detail in the future. 
For now, spend your time firming your 
understanding of arrays, especially the 
points about subscripting. You can learn 
a lot from ex[>erimeniing, so don't be 
afraid to venture out on your own. 

•AC- 
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Invest in "The Original Amiga Monthly Resource" 

Amazing Compuling is always a good investment. With 
each issue's insightftjl programs, perceptive arlicles, and 
revealing reviews. Amazing Computing always gives the 
Amiga user a higher yield. Yet, some Amiga users receive 
an even better deal. 

Save Over 49% 

At $24,00 per year, a subscription to Amazing Computing 
can save you $23.40 off the newsstand price of $47.40. 
That can go a long way toward a new piece of software 
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Insight into the World of Freely Redistributable Softtvarefor the Amiga 

byCW.Flatte 



The Freely Redistributable software just 
gets better and better. 



Fred Fisb 134 

BoingThrows 

A basketball and a lonely hoop. An 
irresistible combination. You have lo 
shoot a few free throws. The infamous 
Amiguy feels the same way, but the 
backboard is not on the garage; it's on a 
ray traced image. Watch the Amiguy 
shoot some hoop in this 50 frame HAM 
animation, done with Sculpt-3D and 
animated with Movie GMinor touchups 
were done with Digi-Paint.) This 
superb animation took about 325 hours 
of runtime to generate, yet will run on a 
512k Amiga. Another great animation 
from Marvin Landis. Swiiish! 



Browser VI. 2 

I always thought the one thing the 
Workbench was missing was a facility to 
work with files on a "by name" basis. It 
should have allowed the manipulation of 
any file (even the ones without icons) 
from the Workbench. Enter Browser. 
Browcr is a Workbench tool, using text- 
only windows, that makes all the files in 
the system accessible for executing, 
copying, moving, deleting, etc. It's 
called a programmer's Workbench, but I 
think everyone can use it. It's smooth, 
clean, neat... Okay, I like it! A loll Get 
your hands on the Browser by Peter da 
Silva. You won't be disappointed. 
Includes only the executable. 



Dme V1.29 

(.Update to Fred Fish 113) 
Programmers! Look! It's Ed!, ..It's 
MicroEmacs!..,lt's DME VI. 29!!! DME 
VI. 29 is Matt Dillon's new and improved 
WYSIWYG editor designed for 
programmers. It is not a WYSIWYG 
word processor in the traditional sense, 
but it includes many features handy to 
the programming types. Features include 
arbitrary key mapping, fast scrolling, 
title-line stats, multiple windows, and the 
ability to iconify windows (a real neat 
feature), A super tool! 



Find V1.0 

Finding a file on a hard disk packed with 
level upon level of directories and files 
can be like searching for a needle in a 
haystack. Your explorer has arrived... 
Find VI. 0. Find is a utility which 
searches for files that satisfy a given 
boolean expression of attributes. Starting 
from a root pathname. Find searches 
recursively down the hierarchy of the file 
system and reports to you that file's exact 
location, very much like the Unix find 
program. Find is by Rodney Lewis, and 
includes the source. 



Library 

Have you ever wished you had a 
database program that was like an 
electronic scratchpad? Library, by Bill 
Brownson, just may be what you're 
looking for. This demo version of this 
shareware program stores textual 
information without regard to structure 
or content. The real beauty of this 
program is that it allows complicated 
searching for specific patterns. Written 
In assembler, for speed and includes 
only the executable. 



SmarflconVl.O 

This shareware program by Gauthier 
Groult is an Intuition objects iconifyer. 
This version is limited to iconifying 
windows, which is still very handy. It 
adds a new "iconify gadget" to each 
window, which, when clicked on, 
iconifies the window into an icon in the 
ram disk. (Shhh! Don't tell anyone, but 
C.W.'s sources at Q>mmodore tell me 
this type of program will be 
implemented in Workbench 1.4.) 
Includes the only the executable. The 
source, however, is available from the 
author. 



Fred F/sb 135 

TeXF 

TeX is one of the most powerful page 
composition packages available. It can 
handle large selection of fonts. But, 
where do you get these fonts, and how 
can they be converted to Amiga screen 
fonts? Fred Fish 135 is dedicated to TeX 
fonts for the Amiga with a selection of 78 
TeX fonts, The disk also includes a 
conversion program to convert the TeX 
fonts to Amiga fonts. There are 22 
different fonts at various sizes, ranging 
from 15 pixels high to more than 150 
pixels. The conversion program can also 
be used with the fonts distributed with 
AmigaTcX, Boy, that's over 1000 fonts to 
use with other Amiga programs! Wow! 
This font extravaganza is by Aii Ozer. 
Thanks Alii 
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Fred Fish 1^6 

AsmToolBox 

Does 68000 assembly language lickle 
your palate? If so, try this assembler 
"toolbox" created to make interfacing 
between assembler programs and 
AmigaDOS easy. By Warren Ring, from 
his Amazing Computing column, 'The 
Big Picture." Includes the source. 



Bison 

Nope, it's not an animal you can be find 

grazing on the Great Plains; it's 
replacement for unix "yacc" command. 
This version is from the GNU (GNU is 
Nol Unix) effort. It is a px>rt of the latest 
GNU version, done by William Loftus, 
with the goal of preserving all Bison's 
current features. Includes the source and 
testing program "calc". By Bob Corbett 
and Richard Staliman. 



l£t2PcsVl.l 

(Update to Fred Fish 122) 

Create your own puzzles with Iff2Pcs, an 



interaaive puzzle program. IffPcs takes 
any IFF file containing up to 16 colors 
and breaks it up into squares to make a 
puzzle which the user can then piece 
back together again. Very slick! Another 
great, by Ali Ozer. 



Paste 

Paste it!, with this version of the Unix 
paste utility. Paste concatenates 
corresponding lines of specified files into 
a single output line (horizontal or 
parallel merging). Alternately, Paste 
concatenates into alternate lines (vertical 
or serial merging). Paste, by David 
Ihnat, includes the source. 



YaBoingU 

(update to Fred Fish 36) 
Study animation and game programming 
with this game demonstrating hardware 
sprite usage, including collision 
detection. Includes a well-documenlcd 
source listing. Originally by animation 
master Leo Schwab; updates by Ali Ozer. 



Zoo VI. 71 

(Update to Fred Fish 108) 
Are you tired of wasting your time with 
Arc? Don't monkey around.. .use Zoo. 
Zoo is a file archiver, much like "arc" in 
concept, but different in its 
implementation and user interface. 
Includes many features arc lacks (such as 
file/palhnames up to 255 characters in 
length). Zoo is originally by Rahul Dhesi, 
with the Amiga port by Brian Waters. 
Includes only the executable. 



That's about all I have time for this 
month, but I am way behind on my 
column. I still have to cover Fred Fish 
137 to 146. That's right, 146! Check out 
the PDS catalog for more on these new 
disks. There are some great things 
happening in the Amiga's Freely 
Redistributable Software Library! 

Until next month, 
Gotcbal 

— C.W. Flalle 



ATTENTION 




READERS 



Amazing Computing™ connot determine thie dependabil- 
ity of advertisers from thieir advertisements aione. We need 
your feedback. If you ticve a problem with on advertiser in 
AC™, please send a complete description of the incident. 
In writing to; 

Ad Complaints 

PIM Publications, Inc. 

Amazing Computing 

P.O. Box 869 

Fall River, MA 02722 

Be sure to include any correspondence you hove hod with 
the advertiser, along with the names of the individuals In- 
volved. Your assistance Is greatly appreciated. 



MOVING? 




SUBSCRIPTION PROBLEMS? 



: : :::::;:S»SSai«SS::>: 

Please don't forget to leftiS'Rhow, 
if you ore having a problem with your 
subscription or if you are planning to 
move, pleose v^/rite to: 



Amazing Computing Subscription Questions 
PiM Publications, Inc. 

P.O. Box 869 
Fall River. MA 02722 



Please remember, we cannot mail your magazine 
to you if we do not know where you are. 



PleasQ allow four to six weeks for processing. 
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Hot on the Shelves 



'-v*>A W-t ■> ■■ ^ \/ -ir ■bvKAvjKKiKr 



by Michael T. Cabral 



Extra,' Extra! Read All About Desktop Videol 

Desktop video, the eagle that's been circling the f>eak of the home computer market for 
some time now, has finally landed. After paying its dues as resident buzzword, DV can now 
proudly ruffle its feathers and perch alongside desktop publishing, word processing, and 
other entrenched applications. One sure sign of this acceptance to the high 
nest is a textbook. In Desktop Vitteo:A Guide to Personal and Small 
Business Video Production by Austin H. Speed III, desktop video now has 
a bulky 276-page book to call its own. 



The text is carved into three sections, moving deliberately from basic 
equipment and definitions to hands-on applications. TTie first chunk of 104 
pages covers the hardware and software you need to get a desktop video 
projea off the ground. Everything, from camcorders to audio digitizers, from 
lighting to video editors, is covered. Amigaphiles meet up with a lot of old 
friends along the way, including Digi-View, Deluxe Video, D-Paint, Aegis 
Animator, Soundscape, and the Easyl graphics tablet. The Amiga itself is 
given four pages, more than the IVIac and and IBM PC snippets combined. 
Speed even crawls out on a limb for the Amiga, noting that the Amiga "will 
be a better general purpose tool than some of the products that come from 
the video product companies." 

The "how-io's" for all that fancy equipment take up most of the next 70 
pages. Planning, scripting, story boarding, scheduling and even budgeting are 
all outlined. And once all the brain work is done, you're ready to leap to the 
real thing: shooting video footage. Speed walks through basic camera 
techniques and slowly leads up to editing, animation, audio recording, and 
titling. In this seaion, the Amiga again gets plenty of air play. 



DESKTOP 

VIDEO 

A GUIDE TO PERSONAL 
AND SMALL BUSINESS 
VIDEO PRODUCTION 



AUSTIN H. SPEED 



The final section traces three real-life desktop video projects. The equipment 

from part one and the techniques of part two show how well they fii together 

in this third section. An animated home video, a promo piece, and a clip tossed together 

with little planning bring out the flexibility and capability of desktop video. A handy 

glossary of DV terms and a complete script (in the form of an appendix) round out Speed's 

tidy, informative discussion. Wondering what Speed uses for his DV work? Why an Amiga, 

of course! 



Desiitop Video: 

A Guide to Personal and Small Business 

Video Production 

514.95 

Harcourt, Brace, Jovanovich Publishers 

Orlando, FL 32887 
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A Frosty Cooler 

On a drippy humid, sun-drenched, 
August afternoon when the thermometer 
sweats past the hundred degree mark, 
winter doesn't sound all that bad. A inch 
or two of cool, refreshing snow never 
hurt anybody right? Unfortunately, you 
can'l squeeze even a single flake from a 
baked August dog day. StarSoft 
Development is out to change all that — 
at least in your imagination and your 
joystick hand — with a chilly aaion/ 
adventure game titled FROST BYTE. 

You control Hickey, a tough little 
guy...er Kreezer... who literally tumbles 
his way across the icy tundra of planet 
Cosmia. Hickey and his fellow freezin' 
Kreezers are rapidly being enslaved by a 
host of crater-dwelling ghouls, If for no 
other reason, the ghouls live in craters to 
keep what's ugly out of sight. If you 
were a one-eyed, crooked -toothed, green 
and yellow striped snakey looking 
character, you'd probably camp out 
underground, too! The trouble is that the 
ghouls take out their frustration on the 
Kreezers. 

Hickey, a recent escap>ee, is the Kreezers 
only hope. He must spring five other 
captured Kreezers while steering clear of 
some pretty perturbed ghouls. 
Ammunition can be scooped up along 
the way, and colorful, diamond-shaped 
"sweets" help Hickey move faster, jump 
higher, and fall further. CYes, falling is a 
plus.) Spring platforms also give Hickey 
the extra boost he may need during the 
action. 

But don't expect an easy emancipation 
by any means. Many of the ghouls are 



deadly on contact and 
others don't die no matter 
how nasty Hickey gets. If 
ions of ruthless, gruesome 
enemies aren't enough, 
Hickey is also up against 
the non-stop "twang" 
timer. Let the timer run 
out and the enslaved 
Kreezer on that level 
becomes lunch for an 
underfed ghoul. As the 
twanger tick-tocks away 
and nasties pop out of 

every comer, you're sure to be sweating 

more than ever! 

FROSTBYTE $29.95 

StarSoft Development Laboratories 

3331 Bartletl Blvd. 

Orlaruio, FL 32811 



Breety Hard Disk Backup 

Hard disk backup, as crucial as it is to 
electronic work, is constantly shoved lo 
the back burner. It just takes too long 
and it's far too mindless. The ideal 
backup program has got to fast, safe, and 
easy to use, and efficient. Otherwise, 
backups aren't made near as often as 
they should be. The latest shot at backup 
euphoria is HardnFast, meticulously 
written by Don Hyde for the 
ComputerWorks. 

If speed is your main concern, how does 
10MB in twenty minutes strike you? 
HardnFast's proprietary format cuts down 
the floppy disk movement needed to 
write data and accordingly injects some 
lightning into the copy process. 
HardnFast also makes sure you don't 
waste any time and patience on disk 
formatting. Disks are formatted 
automatically as the process rolls along. 

Even though the proprietary copy formal 
knocks DLskDoctor out of the pfcture, 
HardnFast still follows the old adage of 
"safety first," All data written to the 
floppies is read back and compared to 
the original file. If an error is snagged, 
HardnFast recovers without a peep and 
tries to rewrite the bad track. If the track 
is too far gone, you are prompted to pop 
in a new disk, HardnFast then doubles 
back on its own and keeps on crankin'. 



Ease of use also made its way into 
HardnFast. A single icon click launches 
the program and the friendly Intuition 
interface is present from that pwint on. 
You don't even have to watch the 
monitor for errors or prompts. Voice 
announcements let you know when disk 
swaps or replacements are needed. 

Efficiency, the final must-have, also owns 
a well-laid spot here. HardnFast performs 
both full and incremental backups. If 
you've added only two files to a disk 
since your last backup, HardnFast goes 
after only the new stuff. The program 
maintains an automatically updated 
catalog of all backed up files, so 
individual files can be restored from 
either old or new backups. All original 
dates and timestamps are restored with 
care, and HardnFast even calculates the 
number of disks you need for your 
backup. As a quip in the manual says, 
"making backups is so easy that you will 
really do it." 

HardnFast S49 95 

The ComputerWorks 

6641 Scott St. 

Hollywood, FL 33024 

(305) 966-81 79 

Disassembly Required 

With the release of version l.Od, DSM 
continues to improve, OTG Software's 
full-featured HCi&QGO now includes 
symbolic disassembly with Wack- 
readablc symbols and true text detection. 
The generated source code is now 
completely compatible with the Amiga's 
old stand-by, asscm, and expert system 
disassembly has been incorporated to 
improve code detection. The manual, a 
key here, has also been expanded to 
fifty-five comprehensive pages. Of 
course, DSM l.Od still generates that 
same sharp assembly language source 
code from any executable Amiga 
program without overlays. 

DSM S67.50 

OTG Software 

200 West 7th St., Suite 618 

Fort Worth, TX 76102 
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The AMICUS & Fred Fish 
Public Domain Software Library 

This software is collected from user groups and electronic bulletin boards around the nation. Each Amicus disk is nearly full, 
and is fully accessible from the Workbench. If source code is provided for any program, then the executable version is also 
present. This means that you don't need the C compiler to run these programs. Ao exception is granted for those programs 
only of use to people who own a C compiler. 

The Fred Fish disk are collecled by Mr. Fred Fish, a good and aclive friend of the Amiga. 

Note: Each descriplion line below may include somelhing like 'S-O-E-D", which stands (or 'source, object tile, exectiioble and documentoSion'. Any combinallon of Ihese iellefs indicates 
what forms ot the prograni are present. Bos ic programs are presented entirely in source code formal. 
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Untbff 
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FhH^ 


Fai pn^iffl s u l«^ ff#ii VI in 
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3&*ffl 
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\rT-!ClJ 




Hwsmjps 


Wod1«feyS*w[>a* 
HntCSorupR^adJet 
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ASUftLjp.itffl 
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lOS Amazing Computing V3. 8 ©1988 



For PDS orders, please use form on page 112 



&rutim 




AvtolccnOptn 


F»ll WB mto tiir^ng moiiH ha 


Sdd^plfly 
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PkH 
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PtfOut 
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fsgJn«Bid;*3i&^-0 
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lT:JTQ^*^dK*•iaw<^ltflBFI • 
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ptUM. ti CmJ BWriMt*, frE-D 
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IWil&M 
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FndnihDiAri. 




vi-CvHivadATS. 


S^m Tm pogrjri v p«x irc irpatx r*: artrwi 


Bouvar 
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Eds ■.■« rKflli CU t&F>-Li]i^ vl.;^ E-D 
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ifCLOM C aauis. by Funar G Dub* 
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V3 6 cf a ruiifly b nwi* aai w^xkjw. 
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PirsMat 


Dems th^iewarepenonirfHammagflr. 


Funis 


A^nigaBASlC ptog itrBdd mutual o> rbdti-D 


Rflqusacf 


t>pdaB FFrU, tiA r«quesw EtnilAr to Df^ilnL 
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Uftflu btf dock wrsjfti 1,1 E-D 


Less 
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WhW 
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■astofiwatftPtJOdy 


FrtdFa^Dikfl 


fXfJ^P.lLKU 
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On* Vr**- 1 J^WYSWYQpoB'urnrtdar Not 1 
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fWtaq 


50L4t* t wBcard fM Mfmw 
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bnMar^Ai^fi 
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to ia)iiV**'^<i(>«*"- L>pcA> 1^ FFQ?, indjM 


Fr«in*DilkU 


TDRkig 
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>*ctE^*b V*rMnJA.updi»t:FF6lincU»iWj«.&g 


B.Ul 
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S-E-O 
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A KMf piaing ffoyam w* hx;'i». 


Dy Dwa Conmy muTtpe fr odfcfsant by OirrtI 
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HwO 
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Lawanc* 




■di'tQ nl riirarytD iny ipplctlon tm 




tfid^Oit ttmf 9{Hoa mC. frE-D 
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Q'lrJvjTjr. S-E-O 
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C Ktf« Igr Conn tomtnal prjgj'n irt.34. S-E-O 


Cmd 


VSOolatM^uieoi'MprLmarauqsuitM fi^. 


HdiuUauto Atfhrranuly Bdri A 1 wnoow irvfiTy by 


U^ 


-jrike'^MinxCS-E-O 


Copy 


ftetyjoifrwnfcopy'cQmrrifYa y!.ff, pr»»fv« 


FiblBG-Dwua 


Crnn qI So!vwd Rw tisg. s dsfetHse 


mavng ramaLaaportaf iRSifwuiiinMyf. V1.0. 


UoiPrac 


Mamuyi fyoasMi hy ptdUi Mlviv. jri 




di». in C. S-€-D 




ffuniMr wifi wufid and orsphici 


tnebdfraMuica. ^ Dtiride Carvon* 




C.S^D 


Ofl 


S-mpifdrnC, S-E-O 


FfdFlihaahr 


FF2P( Conrtnany FF«iBB»BtBCT)irorpnntngof 


UauBOgdi 


MojWfldr«rirt)td7U;di>dt.riC.SED 


DlM2 


Anarvf D'UtI m UqflJi-2. v1,i M-D 


AdvSyt 


Adwmf a tyiwii Iron B^ Maj 1 337. vl.2 E-0 


VWwng gn a poftervtwnptlW* 0*¥<C*, Variion 


SB 


BroMWi tyfl»n iTuc::!*!. *flm 


EltH 


Frt-d/prcQ-wnflC, S-E-O 


ALWbJrtOpart 


Fedl Worttw^di to opnn dsk cwiR Vl,2 


12. tV 




TiiflMcrr rr igiiin*, v1 .0. in C, SE-D 


Fd 


FKWV«iinCS-E'D 




tfpdrtti)difc?3. S-E-O 


Wi4an UBffi v« S«n Pi^ixo E 


Sp» 


GftWiM ?<■:»<« B^rtf-^ipt 


HWCopy 


S*ui a Mrwmpt fil 1 ai Muon &} a 1 It. r 


Ca 


Co-wini FF ^ W t» PwSo-pt, V^8. SBQ 


UeduiiTMli Vawu* Ua^ja 2 pragrant r^ 








C.S-EO 


Camrro* 


t«UKWKi'tCo^vrwttM£tfh*nQ4t an 


raulnii. byJvryUn 


S^ul 


T>vfaBpriis-»-r(bctananBrt» rrnfltB^^ 


\tajs£f*. 


UfCtt FITS. tTi ofl TOiw porflif. t€-0 




mm it^i b A-a.-ia$a efxj: f*-is.w, vO 4 






( no^'ig r ■ prntr tpsMr. in C. vl-^ S-E-O 


ieforz 




Of 


Updmfe b AM 7S a^Um-fjia t^, S-E-O 


of 'c', FFV. by Ovii Q^, 3d t^ Hsvrare H Jl 


Vfc 


COirS WD<I Sjfl t>ia ^K*, ElLil (IW, VT CS^O 




v2B.S€0 


D^ 


Vi.i7of Oi 91* BjclacTSf, uaatm FF7a,E-D 


Fr*JP*hPifcM 


PidFlihPi 


Ufl 


SpsooDt' 


AnsTw taJ-df '. in invnblv. S-E-O 


OQfSSihfedHI 




Cmd radrac!iff«wi»Ldwc«arpir«¥.drw«eu^ 


Ths It ta«k 61 l.'iinwii* prolan:!. 


Frt^ifi.hariiTgAIT 


E* 


Sniraa iM'y ixinpift-ft litarji C 


ft a flu. Cipljra pnffl lobs, dabug or 'ofllria' 


AmigaUori:or 


Exptorn ttM gf «V lyitorr. vM3 


ThBtB ar« cttk* 1 *nd Z 0l Chm Qr*r"l Drico [f BrtwBon toi ff» 


D-Kvid» 


At A;n>gaDC£ devxa honcSer garwaM 


pnrrDr^Vi By C Se^»f(>w SE 


Are 


SundiKl Ti* coT^WBor and kbreran, 


Amiga. Draco 






wiqua kJarman. VI, 0, S-E-O 


CygniftEdOtmo DamaofCy^ru^sti'aCygnutEdadw, a 




vS23. iponatU&DOSvSD E-0 


CAKlPuCtl. 


AU i-itaHn1oMttriX^>f4lnkjnanrK*up(ir«). 


^tilfl 


AJwnaia An^iDOS 'inmill' progMffl^SEO 


muRifivliB, mi^npia larur* aditor.hciiclatdBnD 


BBCkBaok 


ftiitr*Boo)(pf&grHrr!, 


BAmetggQ; 


iifiii^i 76 trtfU. 


UmWiKh 


V^.h to lowrrwnioTy Ulhnft V2,0. SED 


3 o< MvKlFXP. by CygfUESotl SotbNi* E 


DjTO 


Irtyton-Orwn ftfmBi()JiBf pf(j(|f|in,v2D, 


FftJFllhaiflTt 


MowPpntBf 




Qomf '0«CutiU|iFa»'makojfwQuiufloawaytD 


aiiv.«Wn 


G*T* ol pianwv tfip* lid mck K6i«t.v1 03 


Cycies 


C)tl* fl»>T» hu Tron". v1 .0. E-0 


MwBWrxio* 


UiwawftfM u givfln loc»M^ S-E€ 


allDwciaaji-vp & vi^awn mai ciir*y. V 1 0. by 


isbi 


Aurn A uw irkfSn &3 CU ir4 wa. V2. 1. 


ECUS 


EiMra Onfy MwmwY S-nJaDi gBT-*, E-O 


M;«f!in8Sq 


fclrtfiing SguvM haa. S-E-O 


Owrtan Jariien E 


In 


Wignilesns arund mouiB. 


ManWVnivn 


MrxMtya*. ptwstar Mti anharead pat*» 


PrfTaC 


Ta*tfc»«i'^?i«!iaPAL rramne, S€-0 


JoumM raeeruaequarcaafr*auH£ k*yt»an3 awx 




mowi i!in 1 wfUCM, V1.0. 




cofiTroCt, faadtoiangpant ("vX 


5c 






lito-Si: 


3D wrrai of tw disk: c»^^»- 




vl,»,tfTU«ij(C S-E-O 


TriUSSS 


TMACa&p-rkttlnw 


e> Wajf^to^tng bugs. E by D. Cww 




■jlqnitjnigwTi*. wli 


FfrtFil?lHtflTI 


WOXmPF 


&vnpi« 9t&«-piey«4id aoMTT. updik 




Liga 


Logo lipguige invprtv 


AMnT»!l 


CU w« 1^ aaHmbi^ aerv, «ada fteu^H. 




FFi1. S-E-O 


OBrtgjrao fBTi bojr(Js.Wfr*n ax»«?jl, ■ n«i 


siicr 


D»flvoli«]fmip«rtf.¥l.O 




waK».»*iir S-E-O 


WarpTBi 


FaBVri iwmr.nq teulrta*. S-E-D 


■lK*ang 1 a*c1an of r^rnry WKTi Biribrti 


M 


UkltfiOSfiriyT tar BignriQ Mw mpTMbr*. 


AttqiOiv 


On* 0#Kitt pnuflp* n»m«, n C. S-E-D 


V*fl 


€uTvptaFFrwMr.S^-0 


boardL V Z, upea'fe of FF5&. by Carolyn Strtopw 




Via 


A4aH«*w 


EA-npit of a Ai niKtar m al«M ut* af a 


Zog 


A A« trtfiiw LJw ■«■; vl iZK E-D 


SE 


FrtdFU^P^k?! 




CLI viiM avid part hdjdn nun* 


EcHEMifliUL 1 w FfM F tri asj 


F^imrStMlar Aai]Wlirta'Cnd'.a!:EMii*Mrian[H aj^ 


AiFir 


UUHutattiju^ M JcMkdMki 




A;.Tief S)r«*&*iii 




Cntn*d (or pnnkf a i fJn Bnfy any. Stt^'O* 




Svrtmilon n Cv S-E-D 


CtkI 


FtaO-'wai piriBf ouTW-tt a t«, <n C. S-E-O 


FrPdrilhKllII l'»pto«Fr«fPr.85| 


f^a.tarr'Airiflfi.^A. LnrtnaS J-UForj**! 


M^aaiK 


Usoili.-veusprogramii'cbdnf WpLO! 


He 


A.r'^DCfi lnta' r»flK»TWTt n C md 


a-ussfef 


D» ctB'^^ pragia-n. Vl.fli, E-D 


Hecoidflftt>*y »fTiarb'J(MT»VnBf(ttandp«yi6w< 




praym. ■ kited »npf. C-A logo *iw"g 




MwmUw. S-E-O 


Fi«K*y 


amw*»f.«2on toyeditr. Vl.fil. E-0 


mo^,aa ano kayturd cvercx. BorWy. sou'caaAil. 




pftVim f;»«frp«nBn irt fV w^ »«* 


Wi 


RVD9VW a «* and n nnH/CM, m C.&E-D 


UFT-OwJio 


Opms of ucTPcm F*r oai»M# prsg 


from utiora. A»i Lwtfvn & JhM Fvpaai 




pfOfi'in.S-EO 


WGEjrw 


O«»:«y(«rora Iraffl TDIMadJFa^ZovnplAi, 5-E-O 


SfTwn&ifl 


\)jutl! icfwn poitoo « Prrtfenoea.SED 


FndFUfUSUUB 


Boot 


A wW'iBw ftilinet", bui pch 


Mftnpfw 


UpdtH te procmi pHkMprost ^om FF&0,in C,S£,t] 


Snalv 


Boynqng aquwrylinwdrna.S^-O 


ArtrrPiytr MmjB*, raadv viddtptayw b|i the combnad 




vviabtocobrbliKlu.E-0 


Uoi^Bd 


Prog^m 1or«nii^ if adnptu pKAMntin a 


AytQE%Uf*r 


Kftm oonffaplon roqiwclBi improwiTunt S-E-O 


flflva al V^Mo aw*. ScJpSD, Silv**. Farina- h- 


Camm 


awtlBrriirnl pv;fKn. wLM, EO 




Krp!tiC. S-E-D 


DwrflLton 


D^iiayHKkS^O 


Right, and Arimaw>pp«ecaby M haah*M]. 


DKX 


Utiity ta> tif>;iying 1lftyiwn.E-0 


Nn 


Amvw Vb^-tVMitxifdfnaair, if^ C. S-E-O 


FradFlaftPaklO irapkcH Fnd Fsh 8^ 


CS**a frn^a por; nof^A/hngambrho. HgFrplayibliY V 


Fp« 


&rrfMJ-ni9* pnxxf&i^ progwn Tkt 


PftrTi0{ 


RrtHp»rfn!ti»k.inaS^-0 


AffliOtsf 


Hf^i ucr vww« ef 1S73 Bars. M da*. 


1,9. a byJ StviMo<.A.T>gip«rtbyB.Uv4n 




apwiklQn FFpCij'vi.Mrlimfa 


O-ryAry 


Fv KTCtt. tsitx a Ebvfton. acops Y^ 




irt«.a«r- EO 


MMibancn prowMasobU^ IW-UupiDg^for 




**!. !re»g-ng fna^, E-O 




gvH rKj^cait. h A5)»rtil*f, S-E-O 


CviF^ 


Am^ifiasc c»4 4'4 rbdy fed. E-0 


akpaciTtannen i iratcaMii ti r^m J^wtaa daaa 


tsnU 


Miivf wan taf fv« , vrsi, E <0 


Scr.SLBr 




Canrtftn 


CorvM hr»{*sr reoiaflr-e- jwi [na 


NaiaWB>*etaarvTt by&JKrvwra*y 


ton 


Hwrtsra 


SWBOLO 


E«.-^p«. rw-ad t-fc n C 4 tmrr.tMr. S-E-O 






lUMl Pnr«ltMlwTl-t)^ar)B:nVl3.S«w« 


IhwTam 


Twjnfi. 'grtt V^nifi-. r •Kl^'KOWt 


TdH 


S-rpw Cf«ttTAAO aamcw m C, &£{) 


Ma.-^MVndni 


S^! :.pdn S d» 7$ Uartjd&rat proflf^m, E-0 


arVaM 'rn a.-jio', ILHiiavi 






Uw 


Uni WntoM d*^T v1 0. ^ Cv &E-D 


HwiOvnai 


RipiaDaf"»is br ; laa nj bQM»«ff« 


Ln8DraNa< Ptaejeaainadiwr^tiiiMaDrtdnwng 


im;u 


An An^^ASlC ai LI*:: pirs^iA 


Wta 


L' A a*s on FiiDV r4 WBt qjmum. n C S-E-O 




nruaMtCPUMa. E-O 


am-nindarbrvd >ri t feiAfi*. iVjSMmtnn tut 


PM}^a 


DvTig s.f rw csmntFctf pwluct 


Fndmnaihig iw f wj f.^ «oi 


0M«» 


0«nf o' Or«-o. E-0 


fftM an tPuOn* mpsftwUSAand naabwdarL 




PowwWrtliMW.V..?. ltMjjc«tiond 


Fftd Fah ao htJ t»fl iwwwwn d* til Cfipyr^fn prettimL 


PrrTm 


O^Mayitotfi^aiMtij^agaa ^eecfi. 


Vl.fl.SE. ByJtfwatan 




Cuttam mndrnr^ rwry*. rd B»dB** 


EftdFlthDliiJll 




rFd^ay,vr2.E-D 


PopUpUanu Eiampi* code inpl»m»nting pop-up nnui. 




SJiyingCoTaEsaT.ByKXjrot. E-D 


Asmfiftt 


VI. 1 .0 of t mtao aBorr&iv 


PtOtvQbn 


Aybmalc pfr* (fnv. BMwbr,v£2tl,H) 


fMa&natfycorrpisliawti huunintruLSE. by 


Rat 


Otsx/i v^ iffimai&s J-Dot^cc!].. vO.S^ E.D 


AusFflcc 


Shnniuvia FACCwndowandT^Dwirta rwEudi 


Rain Bench 


C|i«fac9icriDfWB backdrop Of Bci B3 


DrnhZiTin 


TniSal 


Sfltstirr.ftfT3mWa'kb6rtd\ E-0 


BfUEflH 


S3cvilar1 fF brythMcf BiKS-ani; Ijnvtnli 


S^n&;l 


Makac anp>a-k«y irorcja bi arwing 


TM6K TawoMj tt»46K pmto drnr. SE- by P StM^ 


FlBlfitJUlUJ 


e*w*FF 


&«<»■ ttuctJTf Ol an rf t^H OKfVl.i 




oeiTiniorwiiiypMCLicamfnands.kuiU'nnaon E-O 


T«Ti*im Fidand O^p mm wsrogE by B T^ratfi 


Th4 II ta tKoi FT pcL^rei 




upditoFF7ii}'ain[MCLl 


SUhPiutI 


D^*fi BTdpm* M] siHi o) FF pftiT* 


WafpTad Fij! tot f*ndfng i3ytn«, to t»i r**d w<ti 


^idRtf^Dlik7a 




fl«:«c*« ctrn^ Pi vi^ m 4d mig am 




SffinTolap<'nBroj;>jt3r)Ae^v2.0 EO 


iPiP<»Mn pi^fr^s Tail dip ay 'at ^atiof taoir ran 


AM 


Cuian^wi eiiCing prgg-am rntryi mTi 




bjjWyW marry progratTta 


sizzm 


Ofapr*c» difflaMr1.7.D. E*D 


-Ha- V2 C Lpsab of Ffi7. S by Ou K#)y 




Afflflt-kfly ihotals. Ah! intfudH ij'^'. 


FdoS 


M«cdiin«u« ^m 


Ttm 


Sntii Wo-War* ?mar cwf« ?ma ina Vftitwii. E-0 


FrttfRahaaktT 




WJ<t: *■:» i^^J 1 {wqn MtiidM K 7«H 


ICdn 




Toou 


hwaEfona nofi: a mamory edtDr. 


Htpaai FFS7 tarCepynmit pntMra 




Shwwa. jnC^S^-D. 


KsyLoek 


FreszK TW 'wytti hJ inJ fflouit untl pUK 




man ory dnHemMr, ASCII (^wt tnf 
atotlitiy. E 


OkAAnflPadi lT1p«f1^t^f.■on iMf Uru cut «id pant 
connna/dii Of j&hrt Waac 
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Spines 



BtOajf, 



DCC*fto 



MVhw 



OBoa 



T^» 



ua 



Pthlrp 



Progrtfl Id (jot timpl* hjrvi4r« in 2 w 3 diT«ntiani by 

V^.2iifrabaij-j^$«rfeninia'loit UaiHAUniodf u^d 
riy Indng. by Eic &BhvTV 

fi(« uST^ any :ha moLtse. by W'l^ifn Baa 
Prog to dariarisnvcjnfs Anng & rtn-dtrng 
IBtf^niquesL by HB>Bnia|La«| Tvm 

mcTDonDftvo inia'BCtingpwitfuiijniB. Indud*i Souroa 
by Chris Edu 

FfwiFliJiDlikM 

Aqoqk 1$ mIbt seminal i>rpgr9m baK<l on Comm Vt^W, 
hdules Macs wndaw.cuxcini {ladgan, coio^ed 
inenLiK,BC-V.Beia0.1Bb¥K*ti ¥oin9,«mrTi By 
DJJ&;t«i E. 

Wrim Ar^!gaJ>i({lsxi » T^ tMclQjp CVItn-tloriL 
rKOvfrr!iiesfron?«b«(XupDr0c Hk»J'«i ninjll 
'Mcio'^Qn a« irjCv««. by A;tn Km SE 
DtttiCll ZS, id IKcala og projrmni, dorr a Wti^ to 
ciiibffns tfOf iwitiim* Vf Ed ^^ UmAn 

aD«>*5' =^hf ^^ ^»S tf Ik Ijy \*n Ko^ S£0 
Qijcit-aas, B "Mi^Bea Ma.'ugervefi; u:«^, Ogfm 
■nJ mrisin s miBmum of 2S0 nunls p*f te By 
Kw^n Harrix E 

Thai lv^u»gffqjz prog im. Spnh or vptengpihTha 
HrBno»fromGj,ppiia3fla. byAlanKvrtSE 

A-Rend«r Vatuan .3 a Ray- Traang CanBtvc3i)<i $sl tgr fw 

Affi-ga CoT-pufcf ay Bnan fiwd ED 
F'wlRthOtii(1« 

Bersffk HuslswanrnBSsn.trylfloScHtfflb 
Conman Cons:le farb'flf lea'aoeTient, prawSw liw edreng and 

Bjmmond lirw1iis^fws7ansHFeinit to apples: on prog 

usssCOMiMndowjLSr.arewa'e'Vl.a byWKMU. E, 
WBLanOer WwhOanctnlispley hartUBma. upgraql*(ri 

■RoAaf on FFS5, nowwti Mund ettKlB, 

By Peitf da Sthrd. E 

CiPlare Ci'CJaf piaiia garwrit]' for V.d«oScapa3D. Ganaratoi 

a dachiMU crcjlar pi^yjsn wfi Oia spacifw? rvm^F of 

vertWes. VtObyTFtaTinSE 
k»nA&£eT.>>in Q^ngie Waf 'Kbandi ba^xMlnFF^ru^Atitiy 

Stefan Ijrdahl E 
Ucssper Svidibne sptfiing ctwAer xanttatflies and reporu 

Vfort. 1000 nniinsn iwd lii^ ti,0tlO wenj nan 

d«:«iaryw:?ir:iLlV*vH^c^?%'*->nf'>JPP^'- 
tTBriKAE wn\ UooEMKS 3.1 W01 in *^ Ki naoo 
V nep nrsjgh rv Ui/aa lit. tspfkmg ii mcpaa 
nw<s «4 uTowrg th« unr ts Qpten. Vl^ byOtntd 
Lnrwnce, EED 

mdi library mi lAEr^ Al hd^dea U4t iTianQi^ ra'Jir^ 
uUfty, s:ausi,iljty, and msv. bf Bifl Biren G£0 
P3£scr:]i:hx^!e» r^tas &fa p#«pinewt Imc w 
soeef . 9y &eg Lw S^iJsyjE 

SonUpi ThfH C s:an:p tw rapCacoTians far ranjaxl 

Atta.'bp.Qt^ anj IStaivpaB]. O^ont indLMfl) 
Bo*iS'Jrt4>.oB!. t)i ?« WoftSanch (xckpami or ai 
proQi^rrEWffi oi MrinouTcoffl maod lot parwrfwi. {?) 
WBSurLp.«|. Itf WtfkBandi pragrvnt tf OJ 
pfogruTElnit naquLPB nO'Command Imo pararr atari. (3) 
CLSurtup.b&jl^cCLIp'ogr&nniltiKwquiraemmind 
!ine parameters but do not need b be WcrkBtnch 
runrtabla. bySryoeNatiin SE 

FtwIFlih Plait 1C2 

Cbvg MBcNnDindepflnderimacfO based Cd&-bu9gin9 

piciu^. lisxSist FF41.byFFshprafi]^iuppanby 
Binayak Barvrjaa SE 

Mach-cufl H«»vy<ly!ytir',pB»TTim,tftngi!ufr, indwdBismpta 
msm BK repiaafrwrn capeblry. By Pmb Gaod«ve 

$KU(una AK«wlHtOfc(AnigAddB:atr«mteppyof nitddisKt 
fli r^piF ttfanjged walumft By Dwfl Joinftr E 
SfT-ftrt irpj". ine jrterpflar wti wndwrtor M «iirg. 
UpgraOe FFSObyPGoadw&.E 
Un coTEtoctf jpKnplsc9nlBrirkg<Xlconmardt. 
VZ.a uogndt of FF3I Jiy P«» GooMvt E 

fradFltftaahm 

MJmt Vtrtry uramttfio^ ttptfnm^njvtmhtttMif^ 
wfl i«»ig tfl« t*d in menofySL 
AprognrrradeRPNcatcJa&ir. 
A C crosi t^. prog. S. 

A par of prsQs. alowsyou tt u^*fi-uu ara tf nrera 
floppes iy GU*i!oK3ng- DmsiI stora Ooa ibrmai 
Aprog.'Bi.TpaJvecBrrcii andhardiiinQotnn^atoiil 
an at itiXs rt XMI-btm' . 

JffF-Updtt AlBflrnpflrtUti.ljrUcroFartFit* 

{ doma on FF Bl] and updafta fe nmi PO (tfk ibtiry 

Poi^-lt Tak«aa!lil«atvfilaiiKldln. onaaA&ptdiathan 

Sal Amiga 'Wfsionotuljteifa. 

FredFi^tHakJM 

An^Eycca^ Is a ^'99 and povertii Epreadshee! prog. 

FfrtFlt^p;aVia5 

AsmF^ogs Mieg. assembJytoois. lncJiix)«siom9&. 

BawfTogt LaatSquuv soVfli laasl tqun proba Agra^i^i 

rasults. S, 
Bton ArvplBcaT«nltaiunix*yacC'cmniirHiL S. 

Dn^ouse Aruinaipro{;!nth»S'«di1onotdiiplay^<iad(i' S 
PamKey A^isws >ayDCAn] and moide irpi;3 to ba ladqad urti t 

pauwardiiarK^d. 
{VwityWBrs Game oi F:fanpis.^ifc arej Uack r>a^ v2.0 

Lip(3a£loFFB4. 
Pa2C A U&L tt iv:i» aC-iB^deFjraon to mime ?>t rrnultort 

Rsfe-et-Trl Ex vt^TtBar^&uiJngtaefffii^tprocMsaL S. 

Rdcaid Rea'ay SiTibv ;g 'Jmmjf' v2.0 i^data u FFSi 

FiadFliftDtaklW 

Fu-i^wy £rwAB.-« ^j^» hjy edittf, v1 .lupiMCBla FFS9. 

SouiM avsji ^ron eufnitAnfcn Ua-t). 
UartAit A irrt.1 seiBctan of tcire Amigi wtmifc. 



SICffi 



Kcon 



kiUiDoE 



Oukdif^iK An FFi<xJesh»«andceiinrTti:i{)npraf^v(LI3. 

nttNc^a A FnrttTt gainft. Aljg ofWOa-Ufrku. vl.O 

FftdPahPahlgT 

Can V2.07ofMatL[>trvi-Ac^l.hed^LS, 

Qff A uir..Bmiar to otv common '^fi* progrBmK& 

PreSuAe Surtoprovi4Kttx.codeottBC!li3«Bxii atFielO 

FhKjuwBf, XTact, DoAoquesL & tucriAl en now ta 

program re Mvi{; a. Book 1.01.S 
SVTooli SorM unhjf tadi 5 
FfidFlahDri»10l 

ALtt Df iinng prof;, bated ofiLOtprgS 

DiMisBT [>>i(oitaiogv.v1.0b, i«datttoFFB9 S 
[^itt-FVhd PrirarDrrtr br an Epsori IUIXS& p/nb wti 

upgrade kit irs!ai|atl. $. 
ygnOCUPLetsyoj m^nrbr sie hinUesssges ^c paatnnLgn 

■fiDCMPwnOo*. Pr,rrstiaiT»ssaQeaassriou» 

cavdntle^quiif«vab«. G-eBtfcrdatv^rg. S. 
Pfi-f*»Op Au»l-»a»idcgmmon«nfolwang<ft PWl 

dTKS. S. 

Scctsri.'ra U;:^a«xi itcowiocfl'da.Tiagfldaatefn loHMt 

I hard diU. v!J. lk updai* tdFFi 02. 
Tik V:1BQ»Tijla:ai-hrBTaK!roniligi(ViOU[V2.$) 

uDdale b PF52. S. 
Zoo R^ amfwor, iMa 'orc^. vLZ^a updda » FFS7 

Ff^jFlihPWIB* 
ktad^tna AnoMO-'^mBlon. 
SmiCPV A CPfiA BFn,BrrJm acaO dang wlhhlS 

■mula:on. S. 
UUpe HoAupyOuFAR^>gaatau»n«1noda.&^ 

Ff«dRihOik11D 

A$dJ( A660nsitVT]HriNna»ninCSL 

Pdc Anoplr;^izr>gCcomp'« iori}«GBS0[tprfK»ia9f. 

jpOAV u FFS3. bet not basod em iha cnte of fin 

d>5)i 
F^dFthPatjIlT 
Arrytoftd AgiphcBlrrontof [riqjtA Witfcr, i;rarr;07tsa 

hdudai two csrrpanant^ilaad.dn'cv.manito'S 

jys»m parariebT!; s amyioad, *ecfnB 9>e use* 

merface&diQilayDrD^fam. byJef Kol'oy SE 
Aiisigrd>h' Aisgnsmutplariarnestd a gwn device modiM 

wrson oi t>a ongnri nateni^ed on dsk ntrnbar 7^. gy 

Ptiiiip Lndwy. mod byCKaf SfrbertSE 
Odjge c;orrtrtj:»jiiiydi^y5F«rroryi.&tgeoBwricBibaf 

(paph Braryoriy. By:f%IBr ct* Sivt 
HeiOlt-^sa tsnt^ 'sir.mz-JSB'fra^ Aut>nE£cal!y 

acrtwalesBwrtdovtbymoisejMinv Vl.l.updalBto 

*M!W.By0*fOaCfl'vane BE 
Llbait Jl^baM & lUirwicoTiflrid crou '^wcmht^^i 

defines fydjffl wf^tani Pecjn-neTfifldtflr 

Otixigg n; o^oaMt anry. uh r4 tyirba>e viuet In 

pra^ii QyOa^ Saban 

(MOBii at ceoe i«m C Haan&RJ. lAui.Byaat 
Sv&trt S 

RwUta A PopCU VP« ?vt P^ys f^ tii ovw ytbf KjaorL 
Lots 3f b^ & p<«ca£ tom TcmBsRalcidfrE Uifab ( 
JomToebea'PooCLLByDafSebm S 

FaJEihPUfcll? 

BMOiBrdl Beacfisea-vpor3'ayadbysp^taiiiound S1SK 
JTOdme. eyJo^oHTunntfl BonY 

Bi/ljr Pushes ai open ktm^ arxno [nus ma name 

tulyl. Show more ^an ontdemoala tmeBgtMJ^ 
Meyer £ 

[>Qp5hadoii Oropsriada*V2.a, uu miii Bryca Nesbitii 
WofflbercHAnio.Bonly.ByJtrT] lAachrsz 

HsQanOwnos "RGB' & Tocus'. RGBr«quirasondme^ B 
in!y. 9y JtnK Hpgen 

Vucom Litoft WBcn d viacarri for usa in (snj'uctian wti 
WavaBandf damo B only. ByLao Sctwab & BrycB 
HaitM? 

WaveB»nctiAn«atKraenhack.iSrunion5i2Kmt0i\neL For 
rriorv lajf}hf.Tyinciin>jnnonwiTi Viacom orDt 
{DrMsFiadawl. InduMaS ByB'yca H»tbn 

FraJFihD,i.i13 

Ami&on &"?* UhiH "crai" type program J baOtgoird taU 
us«s idtl(-res<ler:a.bl«33j:amclcaJyTuncan*n 
Jaskj: an prpg^iiar basis, Sspeciic'.riax V£3. 
incbOH S. By:Stow Sampton, Anija ponby Ridt 
Sc'JaHv 

Dm* Vi.^ma'Uas'ilbtedw.Acn'pieWYSWYa 

ad'&rd«E>g^adfoTprE^gran^r^ert. hiEMota 
WySMVGword prootBW FaaSy^a jncWa irttJ*ry 
iwy mippi.nf;;, far.crolin^ 1Se-l'.neKaDit«3rni/tpi« 
wnd3«^ &ab':Ty3>ea^fynirdHn UpdiBU 
FF». irxlucsoi S. Bylla? OtEcn 

DoiDevEnvnpie DOS dews dn>eriri Mam C. VnanUS. 
inctooi S. ByifUCQIoR 

USJWnigi DrreottTw Inai proCucrMZAirnga. Atafiingl* 

pat* Uodiia-2cgr7pl«'N^fldit3r, linkar, asrrilMt 
0* irivrfice ft E'jnda:-'d tit»ra.'!«s. Compiet oniy vrgi 
darno progrtn^iby I ntif^codosizeft impvtL 
Furrier aH«lopmeritol!he ETHZcampitor an Dik 
2*. B only. D«fnoi w* Sww. By Ji Oagien. C. 
H>odor. hi Schaub, J. S?BUba (AMSoft) 

NolanPof ClvBTf pastonnJaofanyiconi, aiJOHsWwXSsnch 
to pick a now place tor tw noon. Useful iydskt 
driMer icons wtvre Snapshat vwttbs :he bcm & 1*« 
wnd^M intornietoa Uodula-Z. anothardema hi 
MZAmigaByMvkuL Schauta 

CD6d En^mfiG|Lnd v>csvBfsa)VBns;itor1wC 

da<^aratiorf, imuiTfor ajiyaneastcOfitpai&Uyr^a 
moHhiidcoreCouru.By<S?it»'Ti Rab. S 

VttOO V2.7 ot vnOO wmi^if amiJibriM?i karrint& 

jcrod«nPla»Tiit»f. hduoMctewDug^ieiposKi 
toUSff«d^orfys*SrtiepK5rsalir£7. Upda*^ 
FFS£. hduMsS.ByfeveVite^^ 

HBiJindar atpM* WMnctffieVflUndwpTojrBmfrom 
FFtCO. EndngiKi/iique. E^iec^teuBof ni/xL 
hcMtt S. ByFNilK ea SM & Kftr! LMMnbue* 

FrfdBihCiiklll 

KiV MisartLl VkMocornrnfmlolVwAmga^Baa^BB 

mu>^ rflQj'escnarMgofmerncirytonjn.Bnary 
{n!y Byfl.mi 



MvitrttMl AnoVwdwouaipriaeFttnMciamoMilnbttot'ii'jDkBs. 
&ia(r*Qj(«d, rdudtl S. BjtIm Scharat 

FftdPahPiklH 

MdMl A tarn anrpatan qfkm wti three ctf^rent exBrnp^e 
animaBDnR KahnBikat Ftocker, & F-15. Ka^inankaj & 
Rodw run on a 512K Amiga S t^uw off oMrfican HAM 
moda. hdjMi a anifnitdnplt^ program {mqvi«). 
Hifflttiert buildaF pragiaini |d<bm, piUmj. 4 a »Kl*grBph« 
rttpay pogtan (viJbm). By£ric aaham ft Ken Olfe* 

FridFlihOlridlT 

AMLiC^Dorro Aretliy neoi honzons; icrollr>g oamo mail a iitoa 
X MO ptjgal 32 color FF pc^ura conposad d A^vv^i 
Kipirtatt a' mBTibariof Fia AM^p Usrs gf C&^ary. 
upwimpoiad an iwerywde pKAwd t*eCBfgaryE«;ii1nfl. 
B any. &l S1eph»n Verrneuitn S Stophon Jsors 

EiP^Ceno Dfrfno wtcn ol EiF'ni Paint I.U ussd to trvimiw 
loaiirpj a&r,<} (kIjiw in r* AUUC_D»nfafti»»rgnihi 
dft 6 any BySiepfvi VrmeJtn 

Frag FHftOrt 111 

Empf* Pn ii a cwpitK nswna, ffom M grcuridu|a. Ln [>aco. of 
ftwLir«gasn'iBrpi«girr«a. AmLiQpliytH-girwof 
aip(an5Qn,acof«qmci.*ier. it.c«n ltEnorr*niyM 
«W byfocal kayboo-i) or trrou^T' r.cOBr.V'..0, 
V^irawara, ft induMt S oaoa. Br^i^' t^. tifagiMi game 
ByPnarLK'^n 

HAUmmm Ds>i«yi''netiiiria«erdponl vabsuncr^&raird the 
icraen, tthcTi nadatbLfl bu^od hUJJ tCMn.Tttt r 
pei'Soni o4 TWDdni ira cot^t:iuausiy caped im an udlo 
iMrtbmnttilplayadonail bi/cManneli^ $ tvplchgfa 
jual iTtonad ^grtf if Sieriiwl tior ?« BWage X poarlon Of 
tm* pwnfe JFarfi. Source ByJ^ I Burh 

Stan Biiadon(ir9r4iciKtibyLaQS<rrwaii haieadtaL^i^ 

t^anfvBcajNdane. RuntanSISKAriga-Bgnry, 
ByHobwOn 

WreOemo Dsffl9iiEtai»s1haAiniga'ilr^dtB)vngKMe<l.Rjntena 
St^ A.Hi9l. ^gd« S. By:Mas Ollsn 

FrtdPahPiklig 

MraoEMACS Vrfpona6aofO(Pifli|jiiwrfln»'(variantcf Dave 
Confoy'arniaoflmaiCi ThuEanupdoa^tiQWEiwi 
nIeasKlonclish}! Alsaindudad,tQri}«ftrttf:^,]t 
tsianavm (toajmantlBon in nacNna raadat^a fwm. 
bci^aE4.nai Aytij.: Dave Cpnroy. MANY 
enhancxmenii By Dar»l iMrvm 

FftdPahPikia 

Anoeoa Ihsdo^vo^Spou hvMen:san«a!t«bsE]fre«y 

rKJitr.bLrM>apa'ii*f fwt^eA^58todaB. l>nfiMrra.Ty 
oomTW^i garnai. linwi wrhscvrecTyinafTijttaslung 
WK^ionTwiitby notraqunflg you to ra^cotfuslb p^ay a 
garna) H-gMy iwomfTHnOed' ftnaryorty. KttrVl 
LiBHgt DnftfopTPons 

BWiGamrfiort A^rat^cal 8a»gKrr;ian garra tjane as an 

LTOrrgTidjak^l. nurHp^jac!. Veruont.Oj'xJudn 
iQi/oe. K/i'v. RftboaPInf 

Qonkn A car.pto»ihackbo5k jyrtm qfwi by tne ai,tior s 
vinwve. Atson 1.3, brwyortly. Ajtior: Hd Carnr 

Ecj/ptanRin CoMlRBv'raad raoBihazrdi'fjrpegame. Var^n 

1.1. bniry erty, Thavwve, wuroe aviEabie ton airfior. 
Atjtiv: CJTiHarnK 

ioofilmtga F^tgrarn wroplae* an e(d«»Ftiniaga Mill anew irraga. 
wrqutrntctngmntype. draMfdia.*lc )rc!uOK 
iourcfli. Author: Oarra Qreen 

BaacSffp Afi ArrigaBAStC progrim hl^helpJlO conwrl programs 
wnton in ot^er fo'rmi ai BaK b AnigaBASIC. Author: 
GaorgsTrefrd 

DataHot Ati^arewara plotang pro-am wrdsn in Am^^ASIC. Aeo 
indudsaalauiKiuHetairMiftproi^am, Autur: DbIq 
holt 

Rot Atfiarewari 3~D'oraphir>g program wntun in ArrigaBASIC, 

iHinBOfriaaimpMoc/tputplati. Solra ivftlBbi*from 
■jfioi. Jiutw: Oaqp^TrapaS 

$Urt Th« AmifiiSASiC profam demonisaM a muecal iliusoi 
baaed upon pt'oeptdfcoJarityatnidalyipacKl tones 
it\(M voliTVS BJtdtlrvd ts a srrtjsaiMl reiaianshipto 
fWiftwjMancy, AylfUr; G«ryCyba 

Uadt Ve^vi2.3otTiinceshafewe«(Jr£3r. Hos^'nriode, 

icorniT and lir^ige, menu cuS1llnizata^ and otver uEGT 
cor:S9jT*iryan(li=rftonjaW-ty1e«iljra». Bnaryorfy, 
tfiarewarv, L^jdtvtivirao'iondtt; EO. Author Ridt 

WBCoiori As^pieliAprofF*^ utfangeiha Worltba^v^coiorsaa 
p'cMMrmivd cebr h^ br p^ag'tmi TiU «ipKl B be 
boofed o'lSwrd'i&iBulondakWl'nparada'VTun^ama 
rvdi^tK. M^xtocn^rce. Vhor: Sk^riLndBh' 

Fr«inifiaaiiip 

Ai»nodB Hce^oorv^tnSvasvixii'^rPfrga.iM. Ur^jaieai/a 
ElMlal traiTagatandixjndsinnpa^aUaby fwar4 
uae>. &o Intfead of ihipe and: ro^ca, you can hwe an 
AfnlgaagitnitBhordeolBUPC^ ityouwtsK AuOnor: 
Ace Marian 

jffSftt Anlnb'aclvBpuulapnigramlhBtWiaaany FFfta 

DontaningugtB ificolori, andbvattntupmb iqua.'ef to 
mika a puzzle HtK^i t^a mar can then pwB back OQtfPw 
again. \hrs«i t.O, rdwtaitouice. AuTv: AiCtur 

Namei A ihareMre program ti create and rraraQO maijng lafe. 
Bruryanly. Author: Eir^ieNslson 

Pt AlTKullilyt] prrnftftrg^rdflerartfcrmalx. Bimilajta 

twUni'pr'pfognm. hdudwBvai. Airt^or: Somvei 
Paorucd 

RjBhOrtr A mm irtB* Boaid rfitw^f^nt, in AmigaBASIC. Push 
your pKBiontoEr«boin3uitiya^u^iv«inirawn any 
drectcn. hcfudeaiouroB. AMtiBc; H.Vwt 

FVzziaPro OoavapuuMrronian FFpct/e,iii^ichr« user can 
roif ;»cebad(tQQ«?wa9an. >VntBn m Arnf aElASIC. 
Vtomon 1J, bna.7 only, tfiarawira, aou^:* avaJabia frtfR 
BLTtior. AuS^or: ^ doJton 

Red P* nmi 23 

A/p AflP Har^ br '»ir.^tDC& Rep^acariart Proj*df. Arp is 

ane^rriadby Oia-itHean o^htaotri-i;? hc.bivpiHO 
t)t OMtm'. DOSin a corpebia Sun on, aomatcfrant 
prog'ar^iwllcirilnjtttMrorK. J^ alu ra>«a whtAvw 
ifr,DrffirinirSare»Wbla.B9»tcyrran[indlj'-j'* 
pregranawllwirlibatBr. Auti^or: VarcuttJfiori 
corAibLTitdiaofk 



Car Thia aninaipn la one of Alierv'i env^ea to ihaBadga 

KiJier Derno Ccnmt ?tappBrenty 4 minsdajjlie 
reiafing to a well known Am^ar'aotpafericeiv^a 
oemn h^lwid gravies hardwaie manJactyar, 
Author: Alan Haengi 

FrrtnahttritlM 

bais Soma lample aniTiinKJ iconi, VoumigrtlndjuSttha 

icon fcrihBt lv^Jg«» GU program youVa baen n^anng 
tJ mKwnjnablalroTithoWarkBarWiarTwrormBnt 
Aytior: L PtoH 

Taw An AmigaElASlC ppgrom witlsn t»y the as/(hw as an 

naroiebfUarnng BASIC Conttnasorrwnioa 
grapl^cr»ndni>onaotarotcardt. AuTior. LPtal 

FrrinahPiahia 

EGa:D This iriiiasenitKMin'a*nfryto7vBadgeK;i|>f 
Dano Contest it^aons abodtgroundmu-K 
Biangement requ'eaBonixiousa % Kcwi EuKvani 

FradFltf^aatia 

CoDu Aprogram toA^anpiiate»wa>ioit3lipHftcr«nwi 
ac™*ii^ cavng itef cjmri color aea toda'j fiet 
i9'«ding new cobr latt tram cta^a Fiet, o' I'Wac^Mty 

CTian^ng tiacoloi. VieudHlft.rca. SyJ Rjnafl 

Danc» Thne >o pngra.ri, 'dancrg pp'yg^C. ve J^n'i 
inTyto«BadgaKl!*C»n-oCor»it They are 
Kviions at oiv trsiw. bu: doiTKie'ax tk range a! 
coiori wBlaeM en !ht A/niga. hdijda* aource. 
hitiv. John Oa«r 

HBHlt Th* anmaion ii an* of Kevin's ent« u r« BMge 
lOibr Derro CenMl It Klhalrti known arimtiontnat 
makea u« cpl W Amiga's "EiraHalFBiiH'rrodl, 
Author: Kwn Sulivan 

tonity A (ubroutina thil^Taatea in icon gr lhe Anita iDWSn 
tiaTcan be PjBseqL«my dragged around, and dOLibla<^ 
(lifted on. Youcar uae tiJta ruve yoK progtarAB 
■iconity'thiffli#vB» to temporally petoi/lct t^user"! 
way. Wlln lojica and demo program. By L$o S<tr>vab 

Ontfkfgt TViii arm aapn ir fcjbal"! enjy to the Badge Kliof Demo 
Contett tconicttoUeebalsboingjij^giec^By 
pymmtdt rotating o'^tfwrtopi By kgbal&r^hKana 

Soffib Ths luppor: Ib^ary navdod to mtv<d vgisin pragrami 
at Uaffi trpm pie »u/ce, incfudng DME, DTERU, et. 
hdixies tourca ik;?ior; ManDllon 

V&ieen. Va«on !.2ofthoi^MSd«BC«np«gramtafn 

Commooere Amiga Tacrmtcal Support Thtverpvi 
w:t teO! hr p» prsfarifv H l vri* r mffnory, c on 
ipecHic diiKt. frnaiy Dftly. Ajiror: BUKoeiw. 

RerfRrftPiydg 

BoL/'Cfi T>.a fFogram u Eiigq* and Tom'i e*y br the Bodge 
KiUfDcrroCorMi 1tcvaM'fTiieelots?ia:beunct 
arourd and D^i^rtpy >idudaa loiirc*. Aufiar: Skn 
HanaaJandTamHaneai 

Ne^wi Tbnderro It Hork'^ envy Id 1« Badge KilatDtrro 

Conten tLSCiiJteirntfifDriNhatitdoecwvwonGtri 
pKeinmeCdnlest. Bnoryoniy. ByMvKRley 

RfiMB T^B ariTtaaan 11 awtof Alien Hassngi' anr«* t> )h* 
Bad^ Kiter Dam 3 Co-rtetV '^ittnmttKsTmf 
annalont ittrwNS afixod ot^ea tofn a marng pom 
ofvww.rsTw tana novng Object tnim afucpont 
d VWm. AuSnr: Altan Haatngt 

ftadRdittiira 

Di A GB90Ddiutaemblir, writ>n in GJUOO ataombar. 

hdudesiDUPoe. AiLihor^ Qra^Loe 

DropCc'ti ia!;i you plan a pai^n, a 2 ti-pm FF iiraga w a 
(smbnotion a1 a paoem and iff age, into 1^e 
l^/ork8«x^ bacMrop. Verson 2.2, shanwo.'e, binary 
only. Aulior: Ere Le«tS3(y 

LedCbcK Ki axtrerr^ely snphci?ch progiBn, tor niBrliUd 
■cwmaoriy. Irctdecaauica. Author: AliOzo' 

MRBackUp Ahaid dtk backup utitty. thatdoai a file by itecopyte 
itarKJajdAm-gaDOSflopp^diikt MvSk aniiluftion 
nteriacaand»lecorrpreKion. \*rton V3, fiojdos 
iDuv. AutTior: Mark RiiTtiat 

Pant Aamp^acraenparcngpfograT, wman uneo. 

Req^jrea two prtp'OOUling progrm to rabji^trom 
iDLioa. hdusos 13 jca ri v«o. A^T^or: Greg Lee 

PrS^riv ApnntrdrrwtorreToa-Oa'Sinone'pf'W'inftl 
Qjna |[beB] mode bdudts toi/ca n C and 
asaafrb*f. KifyaPitaUmmt 

S08ackUp AhftiddakbacKLpustiy. ClhmffaceonY. DuitSe 
camprtievn. Vnon 1.1, brvyonly. By SvwD'wr 

Sed Adonsot tTw Una md (Stm-t EDtv] prag>ari. 

hai^a>ow<«. A;!nar: EncRayrandw 

Xaya A ^ot-k»ya* prag-am ihai tinjt ivfxivri treson keys 

to wndow man^ilon hrCont (wndne acsvitan, 
VontbOKX.noinr>QEreanK,a£]. kxiuMt laufos. 
JLitigr: DwvM Canrona 

Fr*dnaiiai*[1» 

Doii^Mii Apoir of pr^grarravtioi a>bw you to tm iw%. at a 
group ot ^laa. to ore or moie I!app4a hir q'idt taading, 
dD«a not nor* IM r 006 tomai w^k^ is wtiy lit 
tUW. V2.a,L.pdatetaFF1{S. Bnwy. Sriirmvae 
Aufior: Gary Kofnaar 

X048«ciMJp A hard (^ih bockur) utilty, doeaa ^ie by ^14 copy u 
KandBfd ATiigaOOSfivpyditki kxiudet ini/ton 
ntedaoa&ftocarrpaisioa V^niHis£..0(w1h 
toif oesj b;^ 2.1 Onary ony, Bource availabls torn 
BUti«). Update ot FF I Za By MarX Rtnftet 

Pin-Jet HP PairnJa^ printer driMr trom HP sourcsa 

Patti Twondapandantportaot ynnirti.-ry'paKn', •*(■** 
appdm corrtnitd'^ to tsirt tieto tL<tsrnBt<a'iy updav 
tym . Pir^ varnn 1 .3 was p&nsd to iha A/nifia Of 
Fbd( Ccnifiuxi arti pesti vataofi iQmu v"^ By 
JehanMdan kckxlai aeuna. Aul^or: L#ryWal 

Ec rtPfhOiteiiaa 

DrUjBDer SiarpMjiredtkcaiSiogr, Vt.1. update of fFI 06. new 
bttli-aiandennancaTafa. Bnafyoniy. BfG*eg 
PaiM 
Bo HLRiar e«ori;eon b/LiioiBi vatn lourceBy S. Bomer 

Hp A rtca RPN caJcviator prog. c^ppomcilcJitons mil 

bnary, octel.doC^a, ha^ taa-^ardca^pajirumbarB. 
Offtef iaetwae nd-0a 32 rag 1 jteri fa r fto mg data and 
tariK»rTM^te:tunctont. VM). ricUMBUu>ce. 
tutiv- &«Me Borvw 
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re^ni^aSe'A'T^.maaaciti. 'ni.»ca:iseatfifl 
*e4f:i' pttwri Iw r* I'M fi'S-^g grtff^ct ( flarfi]. 

S»ed. k-^joesBL/». B]r Svrt Bonner 
Fr«inyiDHk1?t 

tfihCDpyandtprrratjamaii* Mnfftvf}. kruiion 
nBrbo*. lndijd«sciyrcB. Ainhof: ToiTBiRQivcki 
HyperBasfl S^JueMra'flda:aoaMlTlnd{;en•aotsylt■m, V1.G, 
BinBiysnIy. Mwc»*'«ii«>'9*!3m ■ut'O'i, fT5& 
todare. By: Mcrt6 UtcKarH, Majc Hao^. & 

nemr Tacfo [i!^ja9el3>Hr:ngi.pFMtWTv,goMS 
fexarp^es, hctJdeixouTa AjTnr Toms^ Rokidii 

Mackie APopci repliwreTt ^r ohm fmt^ |n« on s^ 
jpwnntfafkrgnooe. Ixk.»f S5wr», KiTw. 
ScbnAtt DKH7; Srl-BTooT-fl-j by Tomis R«c« 

Mgtb Aversion of Mg1b wtn *n Aflflxx pr! pnd amr 

improveiTien'jtu'To'TiisRokckL [>fnefracFDE& 
bine rv^ u fjxton i«fs In cat^ il«. Vcbcies 
sjurce. Aj^.sn VafiajKtvnhBnce^en^ by A3^>du 

WF'flgS A-^Ttf-refSanotFrass. SitpiSpS'j&aliSewi-Wrt 
t:B'LUXJa'ess<xas;)re;!y. Haossiryfvdewicpe's 

hdjoemjrca. A.^ai: lanai Raibcig 
FredFitfiDlik^aa 
Be'te-* MTiaro.-!, t'Pus:iM"toit«7 Vn^iLrs*?, Kid 

rs^sw?! 'Jb^'er' bC prom if f dar.g Ifsr'^ Amiga 
Tne c He'ffKB twtWMn thl CfiStrib'^ian, b-kJ FFl CO, 
tis one i-xl-aes 'source'. u» ft u an e'jiamf>'*iof 
c&a:'^9 aii'natar^. F^ea FitJi'WMwa3e4]pr3pr;ato 
S have al leajUr* trt.rra.^n ff-JlWB JWalfiWa It 
t-e 'so^^i^ skk' iwel ^.-Jiiv: L« S(3ii>i^ 

FftJFihDI.kig 

Cflman Sra-pfflr* rM>*»r*r(^ryiei!«ndBr()rania* 
harder, proMttinsad'sng ft^o»^rr.iru I'w 

program 3-j;j»£CON:wnO(5M, V1.1, Oriry ffrt^, 

updBXsFFICIO. N**tni.iiind:xi«KUC3nil 
actS'^ kayl. fasluardi Kvyt, i;r<a Itay, d«K hirti^ 
COfn-md, anfl more, AJ^Bf : Witon HaiWS 
Or Tvf5 pf og^ais use^ ibr gwflf itr«g I6-tit CRC 

hsir^s of m carwnu sf OiiHiv v>d vtrrY>ng 1)1 Bti 

0\fr1 dlS^'t IW EtllttrT^pUS tS ^« IBTW CRCl Bf 

httl V1.0,birj<y{rfy, Aulhof DonKnd'B^ 
OeLlet Corpora CnCi:^wdif^'brFFM9i^sng7v&; 
pajtT mcWKJonrtsd.*, ■f^wenwBiiKW 
d'Ktyf'D^FrM'inuBf OJU Ajb^u: FmaFt'i 

w^ MaiHe^ht of Hi [iiO m n Wk») anO towns 
wn ki&git ot KJ (iOO m I'Hsriace) wtl taka 

VIS. Us8^jlonly!tif Euraj»»riwsaisw*iovrahtolL*t 
MiVffl'e wi3n fo< ti# US nvjBi w^ioulmetf tyinfl 
MoDscsnons, ClIiII: vv^SrwiWtonilSMCe. 

FiidFiihDftk1« 

&j<^Trfo« 50^^r^HAU■f^fflC:Wd*^w*SfiJ■(K-3O. 

rB D^Pir- Theirr!i:ona!oii*50'i.l325h5t1 
of rj-^TUta^wwiV, By UwnLan^i 

^Mtmr Wofiiwxn DOJ. i*ing ten-oify wnao*^ nakes (kl 
iles r t't syiBT lowsscift br taojvt^ tspf.rq, 
rr^'tg, rec^ATTig. deiBtng.Bt. BJMut 
Vc*9'"nrrerswHKbBnch\ V1.£ Ijiritryflnly. BY 
Pv4r dl Si'VI 

t>r* Vl.NtrtMltflWdWttor. Simple W¥SIWyQod:D' 

ctepnecforp^imft^S'j. >/Mr*7 k*y mipp'>5. 
ttc ic?*!fl<j, Btf^iifl dltta fnjispJ* iwnj<wa,4 
•birty tovon^tvrxtowt. FF113upOIB, inDuDH 
K^tJt. &f MarO-ion 

aiD-BssonQ^Btse^it^iartnglroiT iraot 
Parnate aTJ 5etaiiifl'ecjri«i]ftBi«nrYoi;9h 
^efl*'*fCf^yo^tr»f|■« Jyt»ri, LikBtw Unix find 
progfam. V:.0, indud« nuro. Qy RHnoy Lewi 

Lbra^ Psmp k?Fi»n gif 1 iliai«vw« pfograrti ttat sbrnt 
kxtui! mtiKfTtaion wihoji regard » soucij* or 
conw, and alUwlu-naJcaM gntcriing fjr jpeC'fc 
paaorr* WrOjn m atMmtliv fot ^MHl, a-^iry xly. 
Ai.irii9r: B^l Browrfq^n 

St'I'TIcvi S^a'«wa.'4l*^SQrtSCM)cSOhf>fr, VlQiElimlM 
ttcyiV^^w^ww. iiMnrwur'iajnrfjrgaOge^a 

■va^nto torn A^tiw. a^tiv: Gunw Grsiit 

FfHfnihDlik135 

ToXF A saiaclan at 7B TaX 1tirti,wih a cofiwBon 

progfam to convtttwnts Amiga lona,. SZ6iibftn\ 
iHfn IXVtf-AJX ilM. ranging ^on 15 pie^s Ki^ ^ 
HD/ff jian l50&w'i Cof^'Bon progf*n can also 
be imti wth iv Isnts diEr^W ttti Am^TaX, 
yelCi^ B!^ addtortal laK-tbrrtifarusawd^Pvr 
Ap^ oog'arrs. V2.&. Erna^on^. By: AiiOzr 

FridFi^Dlilt136 

AinTaoB^ AiaenUar "^aafcrai^cratW ft mtkv 

jntBriiaca^ bOMn aa«iTbiw prog^imt lod 
AnigaOOSMfy. WiiTi Kurt* By Wa-ranRIng 

Bnon Ar»plBwn«rmoFy'»»'yia;'conim»yJ ftom 1» 

GNU(GNUiiMatl>niii)vr«tfl Panof1^BrB*sIGNU 
Mfton. by Wlkam LaflUl^MiIh1^a'gDBl9fp'QMrv^{ 
Bil0!C>iBn'tcijrcn',^tjraa. kxJudasun^ce&e'T. 
pro. 'cth'. By:Bo& Corbffnamnci&SSallr^an. 

nZPci tifrTBclve punfa p^. ta)«f any tfTflecor'air^r^ 
upt3 ]tco(art,afab4Jht'irtsiqua:^«arTiirt«a 
pum tw w en rvT p«c« M^ £3ftf7v igiii, 
Vi.^upddBOfFFlZt iVucMtsgume. ^ AJiOzv 

Pan V>rBi<inefD«Unixpaswuti[Y^ Ptfk oiTicAnaki 

orrnpQirJing I rw ofm BDecit«d fi«i lO a in^t 
twipjllrha (ncucmti! v paiatai mo'^i^) at 
ConcB»na*jthBfTt n» ai»rnB»linei|»wlrcal W 
serai iThaiging). hdudei scupca By: David trvx 



YaBb^ll A gima po<jein\ der^oncrKing htiotis^ ipf ,ie LSaga, 
indjd-ngcQlsQnoftXctaa UpdraotPFSfi. hdL.oei 
aource. ik^rv: ;ikjOje', ^fsd an Qr^f^ri ^Le? Scwfb 

2»a FiemJ-iw^, nuffilJusVtf roo-xap; bjidi^'crjn 

irrpi«r««nat3nifi(]ijsB'irBftB(B0«a(s. Incj0« 
tnVH r^at'arc' lacks {tuch atlia^UT^ r-a^u jp^ 2S5 
cha'act'Sinijngt) Vl.7l.updi*o^FFlC6-6r'yy 
ori)/. Ai^-tv: Ri^ulOwei.AjTi^MfT&i* Bran Wafers 

FfctfFli^glKa 

Ct Prag>aiv bdi^iylmiigHfTMaCT9ctrTi#. alan^wth 

tavBTBi ifT*-Tflng Brp# n^agn Btxarj 5I real j»opl«, 
I'xjjdiig a ftJI, t^ki, ham, ind ^ifV- Eatii i^age a 
2SC Dy25Gpj(Bsin2CUB7iy Kais 'RiBd^c^ay 
w*5«ie. S'oug*' ^ "af 1 prmcw tw r*fr1ace, s cjlo 
pwre^, incjOig tjncwrsllwcorwLWB, Bwrag ng, 
iBp'acVa, u-^a'pr-.ifi^ng.ad^aaefec^rL.grade^X 
Blc ftii-y^iy. A^ti-o": Jonjfir Hf^ai 

Jaanslcors MsceiarMioutc^'H'CQ^tcnaiBd ^FAMUCsn^nT^y 
Mwiiettodtk SLA>rr:Mlbf SiafrwiVvTflL/en. 
A;iTwr; SMk«J«B"a 

Mj^cHo AcuvbtWp'DQ'Bm Aii.k^piDyia4>gil3z«d round sampht 
whenpjuinMlof Fflmovaadiktarfiyo^^dfiw. tfyou 
dontliuTtesoLnti^ yn'jcanrepiacshair. w^ya^own 
B^J7Cify.B^ AfidrffrtWffr-i 

&t U3CW t:t re Se: Icon Typ* prog. cnfFlS?. Vl.iO, 

indLjces 53 jFce. AjTwt: Sw^in Ver^Jen 

VGad Ar«wjad^Ft9C1?r^a;'j>f (two pcV«sc^^e **-"£?)"' 

a'ld rsigeogea, ant bt'-y} t* reir-.g gadget rat arvJ ne 
DTw beng ra fj y lOKVd Ea*, ?*'' t^'jk rie dra 
111 coivDr^ to Cii>jfcec3dB V1 0, b-^i-y on'y. Auriar 
Suph*n Vft-reuiaft 

Vr^aX ADooisfrci&r^fjichockp'og'fcT mr rjrisin ffl 

b(K:<u;F3und and Kjbm^ciii'ljF cheoii al! ime'tsd d'^s !bf 
arvgnaEndardbaalsects'. S^;cnc^s^scaf^ Mipraiynaw 
ttviFbso'.5«cxirfeiM^3B^U'ema««t>BuriJX. IndLces 
sftjFca luT^K SkwTtuon 

VUbB* PragrariB(xirtliFrycuwfni«ddi*iiabei<. Corfenfj 
an FFBCii'»Bnflu)l&»iintiflf»«t(iW^<Jirrif]ft» 
piaesdaJlt^v^lTt&r^fanliy poirrtifs) 7«fiprn(T« 

rBB,il T'vFFpctj'»cantMV>^.iAiYnysz*(LC'to 
ISCSbjfianj. hlwiialuprn;lat*li^maoaui i« 
pfodiJCKl&ySL,pBFBa>i, VliO. ftrarysFify. By: Sfcptwn 
Vermftjl^ri 

AmgaU"fr As«r«s^v&>i3^ua6d'fiicflJ nattsbrArriga 

prsgran-Ti*^, Awr?-.Qr: Bjr'nNnbl 
Dif PrjgraT rat i»«t*aaari»aH3o firm utvlr'ixo^ 

pragin and ajso cfDdLcvacviBjcTct^ Bj-'st:^''or ^H 

iKrTiparn. SF»7ony. Au?xif: u-it-wr-v jOjejj co-?) 
Fo'VBch Ai-'^HtuiuaaliliM'dgFa.'r^rataxpartHBwdCB'dlfl 

ipBC^ter Bid ran niqkti 3t» Bacr*« whtbtcI 

Sflce p*' eiDe^VH ^iw^ire, *iti t«aikpan»d fwnarie 

BipecofTT'anaa'g-jrr*!'. )rckiont^K*. Autiw: 

Jd'ia^ F1 ygara 
MKFom Acorrwso'^Mcia'C&nwrtMacfenBB Affligafons. 

Bina7 aniy. KJTur. John CNail v<i Pica Wir.trt 
M4di>lTa^s VwiousunU Foutnai^o'lhojep'og'aTTing t^ 

Mi»uiBon!neA'".gB UpOBWtawi»n eA.s:tk&4, 

incbOHtti^e* >^?()f: Jan^Mia 
V1IOO Ti«ra«wvjn'^p*E>aifl'iVtlJ30j|'Tiina(onulia'. O^ 

wPMi. basH 9nii^19C2E,rwib«tnBnnanadbyJ[>"n 

Bafr 15* B ncula an con^y (tatjffl, Mc bl '32 

C3'j-is-'pt»iutng swtFicar, a.'«er*rtoai/ai[&**'y 

fi'iryj. ThasBccnd w^j]ni|r««BM2-SQ^^rrarv 

rnarri v«rnn gt vti R3, at frrtiir«oea and ijpported by 

Tony Sum>rait. hciiMa Hurca'.By: OavtWKkK 
FFBdFi^Dlak1» 
AmiO&n A.l anriincad ird debugged wnipn qI AmiCrpn t^hum 

FFm Jndudn ntrc*. A;;t^or: Sv^ Sarrpun. Rch 

Schaatkr. Onna'n Bbiaf 
LcSanrar A n<cB h!Di lAlfiy a diipiay all Vm Eite Nni. Sriiiw a 

Xatsrutii^FF?! hd'jdaaaogmintiaambMF. AuTi«r: 

H■)uRa^ 
ProCac S-fTjais HP-nc progFi-Tr? iti#c*cUa»(. Bosi E^ Sn 

& Gannan mtiant. Siarawaia. brvy or^jr, A.^?%ii: dstz 

Mjl«r 
RoTbt! R«mowsatpaci^ied tlyi'y(ifaiFnFTttyi;nj5i)d) w 

diBpiBytRrr«intoonailavailBCl«>itfap«a twudet 

souF{» i.i auanUer. Autiw; Hftka Rafi 
TgrboSiciup A !artmaa loppy Oikdiypka^ we: vn^cad 

vwiJyF^soatop'wwur'afi V1.0, Sna^ony Aulisf: 

Svhtn Sifrfrpai md MaF^r KoFV 
WA(r»ngar S*r«a«*n(Jsw.iOenif« By i-o-nama, tOir»hT:iy 

bic\ wTaj: w'flcf^ d Usa^jl win AmjCror. WaiKs on 

Ram 

V^weC"a-S<n AwhwfcTia r tir iJaat oawalspad as a prjj»c;for 
VW Tacrrtca: RBBDurca Can»B and r« Abar] O'crtn'F 
Hot pW. b aii9w W nafcning at a (M^afciai jayx^M ts a 
ehtf t nardcaa and ailiiw ^9 chi^ t? preOoa vff^ 
tf»*n«iina »te(tmJilBdj invronment B'r^aFy ony. 
kiitvir.ljnkrcrm, auCvnTiid tyOr. Uu SiTiiih 

FrpdRihPfH14a 

SBPns'09 VD<jrwlDi»iBZw(umaSlpnyBr5DkProiogjS6PJ 

diiciD-yht'Or], VZ.3J. Tnivo'^aairanTWbeCrf'talMi 
a/ttlb^'fit. Vokjna2.anFUt.anxr.i?«Cir>d 
P1OI05 rwFw CPM. Aurori: Log* prog^-nming &o«--B 
it SUKY, SBry &ook Anhgi poftOji Diwd Rvh an) 
SconEva-ndan 

Frad Flih Dia 11141 

SBProlog Voiurw 2 of tia 2 voluria Sur^ Br»iA FV^eg (SBP) 

(JiStrbvtsn.vffjien 2,3,2. Trti wokjnocontsrtB ti*Cand 
PfOlo^sJuFEBcoM. Voljm»\6nFFiatjticifa: Lo^ 
PnJgfarjfirqGriiuipaiSUNY.StorySrDak A.T^tpv\bf 
OfrtJ fticfi iTd ScKEwmWft 

SnalC An An^a portof VM S/f^all-Ceoirpilar.wnBn by Ron 
Cftn ine putfifliHd m Or. OaEAi MufTi^. in atcu; 1 M. 
£nidi-C!S a r&v rV, cuDiat o^n Vl 17 lir9JBg«. 
H9k#w, .1 « n^Bia af cvrpilng i«i»1. aKJ orw ■va'!^ 
UHrtUpr^rpit, pl«quiFt> a"i B»»n-M' and IrKx to 

ccifflp«B n« peOoga and produca vwiuf^ axacutibiai. 

hduc!MsaL7ceB-!dbina7, Aulhir; FtunCan. A^igBpOrt 
by Willi KLddv. 



CLIP ART ! 

Vox AMIGA' 
Over 100 high resolution 
images on each disk. 




Disk 1 : 
Disk 2 
Disk T 
Disk 4 
Disk 5 
Disk 6 



Computer, Office, Music, School, Travel, Trans. 
Business, Sports, Animals, Party, Religious 
Food, Borders, Medicine, Old West, Newsletter 
Hands, Se;isons, Pirates, Tools, Personal, America 
Theater, Corners, Zoo, Menu, Outdoor 
Adman's Special: Computer Products 

$19.95 

per disk 



(Add S2.50 P & H per order) 



Magnetic Images Co. 

P.O. Box 17422, Phoenix, AZ 85011 

(602) 265-7849 

Dealer inquiries welcome. 



Off Prs^FafiirtKta.'Riaigo'irf^ aaU^jiiiftiyog- and 

pfa}jxtzan*i\'t-r^. wlM»)o'y»i»tt pBtf".S«i» 
BaFFi38s bLitrwr r<!joei ?• f nsrg f*i( ndjdng 
isu'cacodel. JLts': l>'<.'*siiin[i>a*iCo'?l 

FFBcQan GfrwaaitFbra.lpciiMtoh 'Mvot'yajaaaifiL 

tJ!lU ary of ?« a3v *Vaci^ grvrKas.'. i^can bQ UWkI 
tt iDKi and (^spay ffVf^jtj (Tasted tacai 

p<cs, FTiKfty BJiiiIng fFBCiah, or crttS youF owi 

fractats. Vl.l.bnary etif.tutvr. Dcug Houck 

S&Subr Sdantte Subrouirs Padiag4 bnm PECU$. pvM to Ihf 
Amgato/i^nwtiA&pjflForVin. A Vllu«0iro(gvFC>lo( 
ma?w:^a1cal ard itataxBl HL/oe coda ^f Sioaa ^ing 
Fomn nQFit on Ta fw-qt. AJToi: Unn^awn; 

porW U twATgabyGvnnEwrhart 

R.m RH-SffWKonal hfafrrasan Manage'), a*jl ■»!j:anal 

DBA^S^'JM hv VERY iK-go eaasaSH L.sr^ B-Tm 
daia sa^egs. cri^oe |0y »Olj"l tt»rc*FOEl uier ir*r*B(», 
bt.1fii4lEajr»c3dttrEp'Dvded.RMr.inEoncwda 
yar«!y at aytierra, tmaii and li^t, and pFOOioa 
eompaiibladaubasaa. hcbda'iibuiltinHELPdBtBt)aaa 
and I progFgm?T]lng tangjigf. Ful Forran e)urc«co4t 
and doajrwntaton induM. AutiH: Vaiiaui, AiT>gaport 
byG;«YtErtrhart 

FfadF]ihDiH(ia 

AnaiytCac V22-30ctaflniEvafhirt lar^eand powtJ 

tpreacH-flelP'^Bfr, gpca* » FFl W. E»rs Ipst,'?! 
"ID here sorna p'^tarv).'^ of idrg ai an 'ncg^aad 
tysMfl". A?ir!ia'ir*T3'y tyiSan unCoftrji^tj'BMO 
edumrt ard IiASODfow^ rrJ'tpflaqua^onspBr cat, ar 
Qugnr^ fyrtcn, buiitincVi an no^tsn. Bird dtia'lla 
aocati trwn anyeail[i| af via thMt, p'ut an iFray of 
fjnclorq notpraaarTt n rngil MmTwcitl nmadltiaati; 
SoyFca ard docwrnentitoi \n aA;"d torn, 

F.idPihDIakUS 

C4h Mxif^eaiMn al Hh Ika tfwii a pr'avxia f «iian« 

con-pMor ardifjiXT^ntatflc-^ffn. Reaji'esARPl.l. 
Snary o"»y, bu: txuoM oi^s bi ra 'tfr»'>oe M!7 
aaLiiBbBfa, filter, MasOon.annareB'mtT^sby 
Ja^r Wfian 

DMojh Varatia iCF«an titc^*m, naiA* blarkar. auv wnd«H 
KivBier. mounaoct^^tDr, poDcii r|r« 
prograriFTiaD'acmFranoiw)', popHndowutrof!^ putfr 
vrndovi V Ba^k, a^ wOgai Va<Y uietJ prop vn I . 
Vl 0$, incfudBS wurca Aunsr Mrt DHioin 

Hfft Link pFotoco p*r)rtOta eaanBtf'y ar t.rhT.:l«! nu.rber of 

r^iasiff CTTWctJnstJf^rtMr p-scwwi cm iw 
rTiBd-int^Mhvaaac^canMeT'e' an AT^.^a df a Oil 
(8&CK,3) TTraa^rv WtfU on irt V.^awn a-y EXEC 

wnryandaao^oavwi, *c>**I»nB'^i^ B% 
awragfl Shffl^^puT on *iB JBfrtHi, VvSfl.mcjjBj 
nuFCBi tor bo^ tie J^9i BFid Unti wtiorq. Ajt^h: 
Mar: Mion 
Tab TbD'BItb writing program, wiJi rtumenti l>r a barja 

and E7^sijtaf. Bir'arycnl)'. AjTwt: JatfdeRerizo 



TnyPnJlog VT-PROLOGjiisirrpb >B'oginlrpT*f 
providBd wji fJI iQi^Qa codB * trccyraga 
«pe^rwn:aion wTt tw PROLOG largjige art 
irrpienan'jRonL Vaf&on IJ.rOudtiiOLjeft 
Ajrar: &tar« BAvTfonpaati 

FrtdFrfiPlclM 

Barwarj A B^raen Qiriivng pogiam tattumc tia Bcreeft 
HadtatBfQOsacoiosotXflylHardft.nd rroja 
intcfc^rf. V127.B8, r%dua»itourcaL Autiai: Jaa 
Huiwia 

C-LigH AtiamBcapyoliconi'Mfcalraylraong 

pr^Fini, rdarTScaltDcammeraal varsionbifT 
\m'n>a u un oi^tcta par learw. Eina^ antf. 
K.VVI HuniWPrtirwn 

OcUa Camplafe CRC c^iadi li*ttv FF^29-ti1 mi 
FFUl-US of ffit lbra7, uw^g ■*» ere p^am 
tamFF133L Madad'acTf I^dti Frac^ mss!tar 
Ib-py. FFlA2!)m]3edcfj8»iproS«ni*^7»e 
ac pf*g'tt!Ti. AtrthoF: FradFm 

DrraMatraiA sal at DUE rracroi v^'Ki^ u'i\2B B-ipaw t: 
'LfrtCME rtoalar>guag«-lflnsiwad<^forC, 
Paead. ModuiB-2, RFXfFortrvi.By Ja^ryWaci^ 

Mam#Bd A tfivewara intilarvbasad mtmo ranindef 

program, hioalydont. Vl.l.bnary only. Auffw: 
lyLraBl ChaUing 

Ta Ba Cwlrtuad..— 

t\ Conchiijwi 

Te r« Mit af Our hnowMga. Sia n Ar.da in !h« Itjnry i:* 
f»a(yitidrib^jMUB. ThurwBnU^^ywa'aairtfpwftWy 

poiM artf p'acad in !h« pi.biicdEvr\iir by tntr auPian, sr 
t»y haverasficSsnipiiblE'vdinFwi'flait^iiih^h vwh^a 
adharad. r you b^co^a 8Mva ot any vivalen et ffw i^vi^ 
Hithai, plaata contact us fryn^iil- 

aVOtiTmTHOVCBt 

Thli IH El ce"^i>'ied and pubfthtd at a tardea u M 

Commedo'T Arnga Bfruri/nty jgf irtfypni'Dpptil pgrposa 
only. bi-aasmrpicWljnon-coTTirQifgiOjOJor^Y Af7 
OupiUAOntAFcamrieroBlpi/paHtilk^KiyfaixWan. Af a 
pal of Amu-ng ComwBng™, th* iartu mha-anSy copy- 
rflFtad, Aflyntrogamanianmiip'acKattfycop^iomwSiat/l 
«p«iMd miaan pamiakan ot tha/sio'iriwf mIi incj; ihH 
full loFcaofiagalaaonL 

Ary ruT'camrTwaai Arr^utv greupnii^fi^i ta Ai^<Xs 

mi.jil9rt9vklcarTtoc£ 

PU^*ubicftoni,)nc 
P.aB9ifi(8 

Fan fl«r. UA tam 
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Please use this order form when subscribing to Amazing Computing™, ordering Back issues, or ordering 
Amiga™ Public Domain Software 

Name 

Street 

City St. Zip 



Amount Enclosed 



Please circle the appropriate item: New Subscription 



Renewal 



Please start my subscription to Amazing Computing™ with the next available issue 

or renew my current subscription. 

I have enclosed $24.00 for 12 issues in the U.S. (S36.00 Canada and Mexico, $44.00 foreign surface). 

All funds must be in U.S. Currency on a U.S. Bank 

Back Issues: 

$5.00 each US, S6.00 each Canada and Mexico, $7.00 each Foreign Surface. 

Please circle your Back issue choices below: 

Voll.l Voll.2 Voll.3 Voll.4 Voll.S Von.6 Voll.7 Von.8 Von.9 Vol2,l Vol2.2 Vol2.3 Vol2.4 Vol2.5 

V0I2.6 V0I2.7 V0I2.8 V0I2.9 V0I2.IO Vol2.ll V0I212 V0I3.I V0I3.2 V0I3.3 V0I3.4 V0I3.5 V0I3.6 V0I3.7 



Public Domain Software: 

$6.00 each for subscribers (yes, even the new ones!) 
$7.00 each for non subscribers 

(three disk minimum on all foreign orders) 

Please circle your Public Domain Software choices below: 
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PiM Publications, Inc. 

P.O.Box 869 

FaU River, MA 02722 
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The Amazing Computing 
Index of Advertisers and Reader Service Card 



Amazing Computing is offering even more information to iis readers through an Index of Advertisers/Reader Service Card. If any of the i 
products advertised in this issue of Amazing tweak your interest, simply circle the company name and page number on the form below i 
and mail it back to us, (If you don't want to lose even a bit of the info already in the magazine, you may photocopy the form.) 

Because This Is Amazing Computing! 

Not only will you receive in depth information about the products you indicate, but you will also receive your choice of either a free copy 
of Amiga CU, part 1, or The Fred Fish Catalog 1 to 138 expanded. These are the first in the new Amazing Computing Information Series. 
This continuing series of handy reference booklets will provide quick, crucial information about the Amiga topics you are faced with most 
often. Once you have these booklets at your side, you'll wonder how you ever got by without them.* 

Please take a moment to fill out the Reader Service Card ... and get even more information from the magazine that has always given you 

the most! 

Amiga CU, part 7 will be issued after VI. 3 Kickslart and Workbench are released. All premiums are available in limited quantities, while 
supplies last. The publisher retains the right to substitute premiums. 
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Amazing Computing's Index of Advertisers / Reader Service Card 
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PiM Publications, Inc. 
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FaU Hiver, MA 02722 
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Megatronics, Inc. 
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Delphi Noetic Systems, Inc. 
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Spencer Organization 
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Digital Wizards, Inc. 
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The Memory Location 


24 


East West Computer Shows 
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New Horizons Software 
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The Other Guys 
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Elan Design 
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New Wave Software 
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The Right Answers Group 
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EZ-Soft 
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NewTek, Inc. 
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Tru-Image 
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Flexible Data Systems, Inc. 
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OTG Software 
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Please send me a copy of the following (check only one): 

I I Amazing Computing's Information Series Amiga CU.part 1* 
Amazing Computing's Infomiation Series Fred Fish PDS 1-138* 
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VIEW 

DELIVERS ULTIMATE 
GRAPHICS POWER 

Bring the world into your Amiga with 
Digi-View, the 4096 color video 
digitizer. In seconds you can capture ;■ 
any photograph or object your video 
carrera can see in full color and with 
clarity never before available on a 
home computer, Digi-View's advanced 
features include: 



• Dithering routines give up to 
100,000 apparent colors on screen 
•NewTek's exclusive Enhanced 
Hold-and-Modify mode allows for 
exceptionally detailed images 
•Digitize images in any number of 
colors from 2 to 4096 
• Print, animate, transmit, store, or 
manipulate images with available IFF 
compatible programs 
•Digitize in all Amiga resolution modes 
(320x200, 320x400, 640x200, 
640x400) 

"Digi-View sets new standards for 
graphics hardware"-/nfolVor/d 

Digi-View is available now at your local 
Amiga dealer or call: 

1-913-354-1146 or 
1 ■800-843-8934 

ONLY $199.95 



In 



>?o^ 



N-wHk 

(NCORPOHATED 



All photos actual unretouched Digi-View pictures shot directly off the 1080 Amiga monitor. 
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